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“Test Drive 5 is coming your 
way and it looks amazing” -PSM Magazine 


“The high resolution graphics 
will blow you away!” -PSExtreme 
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if you like to watch, download the demo at wwccolade.com. 
ya a really good time, order directalli 00.245.7744 
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28 real licensed vehicles — ultra-fast sports cars and 


Killer high resolution graphics made. 2-player cn Souped up muscle cars - 17 real world 
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Cop chase mode — you're the cop » More big crazy Jumps, wild cop chases, cross eee fad ia drag strip racing 
: ING racin: 
is Mayhem Test Drive 1s a registered trademark of Accoiade. Inc Test Drive 5 1998 Accolade, Inc. All rights reserved, developed by Pitbull Syndicate. All other trademarks are of their respecttee come 
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E WENT 92 YARDS, BROKE TWO 


TACKLES, JUKED ONE CORNER AND BLEW 
THE NUMBERS OFF THE FREE SAFETY. 
C’MON, LET THE GUY DANCE. 
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Football doesn’t get any more real 
than NFL GameDay ‘99. This year, 
we've given NFL GameDay ‘99 a 
stadium full of new features, like 
all-new graphics and gameplay, 
brilliant sportscasting by Dick 
Enberg and Phil Simms, and 
Authentic Football Intelligence; a 
new innovation which has players 
thinking and reacting just like they 
doin the pros, NFL GameDay ‘99 
by 989 Sports. Take a few snaps and 
you'll See why it’s the best-selling 


football game around 
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Letters and e-mail from our loving public. 


Technical help from the experts. 
Misc. news and tidbits from the 3D world. 


Starsiege: Tribes — Tom Ham goes to Oregon 
to see the future of online mayhem. 


Previews of upcoming games. 
The Voodoo Year End Buyer’s Guide. 


From Jedi Knights to archeologist adventurers, 
LucasArts has the 3D software you wanna 
know about. 


Marly Franz, head of 3Dfx’s Glide porting group 
runs us through some of the hardware’s 
capabilities with the help of three new demos. 


We tell you what’s worth buying. And what to 
avoid at all costs. 


Hands on hardware. Cool stuff for your PC. 


Gary Tarolli explains why your 3D chipset is 
the most important piece of your entire 
system. 
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Pause as you read these words and 
take a moment'to reflect. As of this 
issue, we have seen the end of non- 
3D accelerated software. We now 
stand, not only on the;threshold of a 
new Millenium (isn’t that cheesey and 
overly dramatic?), but of the next step 
in gaming. Hardware only games are 
the future; software is dead. 

Don’t believe me? Name one big 
3D game heading our way mid- to late- 
’99 that isn’t hardware only. Interstate 
‘82? Nope. Quake 3? Nah-ah. 
EverQuest? Sorry. Max Payne? Not 
bloody likely. 

I’m not counting the last straggling 
Quake or Unreal engine-based games, 
or the inevitable 2D blockbusters like 
Command & Conquer 2. I’m talking 
about the games that are being 
produced as | sit here typing, the shiny 
new toys that we're all going to be 
fighting over at the end of the year. 

Maybe I’m overestimating a tad; 
there will probably be a few stragglers 
that come in from the cold well into 
the Spring of ‘99. But I can promise 
you one thing: by the time E3 rolls 
around in LA, you'll have to hunt pretty 
hard to find a company trumpeting 
their new cutting edge software that 
doesn’t require acceleration. 

Last year was a bit too early for 
games to move to hardware only, but 
a few brave souls took the plunge. 
Companies like LucasArts, Psygnosis 
and EA tjumped in with both feet and, 
have reaped the rewards of early 
development. Now that 3D 
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acceleration“s part and parcel of PC 
gaming, these companies have already 
had a few titles to help their 
programmers, artists and marketers 
learn about life in a 3D universe. 

Even the most basic bozo box 
fresh from Best Buy or WalMart has 
some sort of 3D acceleration in it. The 
sacred cow “casual gamer” (I'll save 
my thoughts on this “demographic” 
for another full rant) that big 
companies are always chasing after 
now has 3D acceleration without even 
knowing it, which has always been 
3Dfx‘s goal in life. Gateway, Micron, 
HP and Dell all carry PCs with either 
Voodoo 2 or Banshee cards straight 
out of the box. 

As every game developer will tell 
you, having to support a native 3D 
software mode is like having to create 
two separate games. I’m sure 
developers are just as relieved as 3Dfx 
that Voodoo technology has caught on 
like it has. Developers and publishers 
alike have realized that 3D 
acceleration has made it within the 
gaming community, with nearly the 
same level of penetration as 
soundcards or CD-ROMs — in an even 
shorter period of time. 

And so, I offer.a toast to. our. old 
friend software, who has lived a full 
and rewarding life (except for all those 
Myst games) and now gracefully exits 
the stage to be replaced/by his more 
powertul, flexible and (let’s be honest) 
better looking younger sibling. All/hail 
hardware! 


CHRIS KRAMER 


This issue is dedicated tomy 
uncle, Hugh Crooks, and his family 
Linda, Kevin and Allison. 
\ ZZ, 
A. 4 
—— 
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Want a flying game that’s less work and more play? Then get ready to defend 

your country with gun barrels blazing and both engines on afterburner in 

Top Gun’: Hornet's Nest” It’s the thrill-stuffed, action-packed flying game based 

on the awesome Hollywood epic. Dogfight, bomb and barrel-roll your way 
through 30 feverish missions in intense 3-D environments. All SS 
without logging a mile in flight school — this is a kick-the-tires, 


light-the-fires-and-go style of game. So why waste time learning 





commands, when you can waste enemies instead? You're Maverick, 


DHORNET’S 


NES 1 


so strap yourself in and go. 





Available on Windows 95 CD-ROM. Visit your local retailer or 
call 1-800-695-GAME, day or night, U.S. or Canada: 


TOP GUN* & ©1998 Paramount Pictures. All rights reserved. MICROPROSE 
is a registered trademark and HORNETS NEST is a trademark of MicroProse, Inc. or its 


affiliated companies, All other trademarks are the property of their respective holders. 
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"DRAKAN has 'play me' 
written all over. it.” 





PC Gamer rs 
$ 







jis is DRAKAN Order of the 


Flame” A fantasy world replete 


| with ever-present danger and 


the dark remnants of an ancient 
war. Bonded by an age-old 
alliance are Rynn, a quick-witted 
skillful warrior and Arokh, her 
powerful draconian steed. 






| Together they must embark on 





a treacherous journey to defeat 


a dark plot to destroy the world 
' of Drakan. 


Experience the thrill of flying 






| through vast, breathtaking 3D 





worlds. Master 50 different 


| hand-to-hand combat weapons, 






employ up to seven different 


spells and rule the skies with 
five different dragon attacks. 
Multiplayer support for up to 
eight players lets you reign 





| supreme over Internet or LAN. 
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Overclock Around the Block Tonite 


[have always heard about users "Over- 
Clocking" their Voodoo 2 cards. | assume 
that this is to increase performance. My 
question is, why? Isn’t it dangerous? I 
started out with a Monster 3D Voodoo 
card about two years ago and I had no 
problems with it. Then I purchased a 
Diamond Monster II 12Mb card when it 
was released. Every game that [ have ever 
run is so smooth that you could get sick, 
even in 800x600 mode. Then I figured that 
it may be that my computer is just so 
much better than everyone else’s. My 
now-antiquated PII-400 is no longer above 
the norm. 

Now it seems that the die-hard gamers 
are all raving about SLI. Before I go out 
and purchase a second Monster II 12Mb 
card, I would like to know what it will get 
me. I know that I will have the ability to 
run games in 1024x768 mode, but is that 
it? Don't get me wrong, I am addicted to 
the 3Dfx Voodoo 2 technology. I am con- 
stantly looking forward to new games uti- 
lizing new engines, just to see the 
improvements. Please let me know if an 
above average game player like myself 
should consider an SLI setup and why. 

Also, why is it that there are thousands 
of crummy screen savers on the market, 
but none that support 3Dfx? The oppor- 
tunities seem limitless for the likes of 
Microsoft to create a Theme utilizing the 
Voodoo 2 chipset. I have most of the 
savers off of the 3Dfx Mania web site and 
they are so cool, but it just seems that a 
group of pro's could come up with some 
seriously cool stuff. No offense to the cre- 
ators of the savers on that site is intended; 
what they have created is way beyond me. 
Thanks again, and keep up the great work 
with this fantastic mag. 


Tom Johnson 


Why do people overclock their 3Dfx cards? 
‘Cause they're nuts, that’s why. Some people 
are just never satisfied; if they think they can 
Squeeze a few more frames per second out of 
Unreal, then they're going to do whatever it 

$, no matter how bad it is for the hardware. 
Overclocking your 3Dfx card is like running a 
Ferrari in the red: sure it goes faster, but even- 
tually your precision machine is going to fall 
apart on you. Overclocking your card makes it 
run faster, but also hotter, which is no good. 
When heat builds up inside your PC, software 
tends to behave erratically and you can do 
long-term damage to both your 3Dfx chips and 
your processor, Be very careful when attempt- 
ing to overclock, it may end up not being worth 
it in the long run. 

SLI is good for several reasons. You'll be 
able to run games at resolutions up to 
1024X768 (or higher, if they don’t use z-buffer- 
ing) and games will run much faster and with 
less jitter with all the extra RAM and texture 
memory. Think of SLI as a way to “overclock” 
without blowing up your computer. 

I'm not sure why there aren't more screen 
savers out there that run on 3Dfx. I do have to 
disagree with you about the amateur savers 


MAIL 


available on the net. I run Voodoo Lights on 
my computer and absolutely love it. I think it's 
near-professional quality and costs virtually 
nothing. Sometimes when I get super-stressed 
out, [ turn it on and zone out on the righteous 
eyecandy. Voodoo Lights ts available for a free 
15-day trial demo at www.3dfxmania.com 


Just What Are You Trying To Tell Us, 
Bill? 


MONTHLY! MONTHLY! MONTHLY! 

There, now that's out of my system, I 
vote with Jeff Abbott. I would love to see 
a few pages each issue devoted to the tech- 
nical aspects of the Voodoo card. While I 
am not a game developer, I dabble with 
my VC5 compiler for fun as a hobby and I 
would enjoy knowing how to program 
demos for the 3Dfx chip. I subscribe to 
Game Developer but that magazine kind 
of sucks because they run a lot of articles 
about motion capture direction and for- 
eign language translation issues that I 
could care less about. 

Iam really interested in the advance- 
ment of acceleration technology. I read a 
book by James Trefil who claims over 2 bil- 
lion polygons at 30 frames per sec are 
needed to generate a photorealistic image 
in real time and current hardware is less 
then 1 percent of what's needed. He 
seemed very pessimistic about the 
prospects, but I hope he's wrong! For me, 
real time photorealism can't come soon 
enough. I hope you will consider me, Jeff 
and the others who would enjoy seeing 
this as a regular feature. 


William Bore 


We received more than a few letters and 
emails from people who want to see more tech- 
nical information and programming shortcuts. 
While I don’t think we're ever going to get the 
point where you'll see lines and lines of code 
within these pages, we are planning on increas- 
ing the presence of some of 3Dfx's development 
and programming gurus within our pages. To 
that end, check out Marty Franz’s piece on 
Page 64 in this issue discussing the ins and 
outs of the latest 3Dfx software demos. 


New 3Dfx Technology? Again? 


Sirs, 

Is 3Dfx working on something that will 
blow away the next generation chipsets? 
Are they usually very quiet about what 
they are doing, or do they have something 
in the works. I'm getting tired of this 
"3Dfx is dying” crap that I'm reading all 
over the internet. Since I bought my first 
Monster 3D, 3Dfx has always been good 
with support and better and better drivers. 
IT want to buy another 3Dfx card. Thanks. 


Mayhemm 


I get very nervous when someone calls me 
“sir.” It's usually proceeded by the words “Step 
out of the car and place your hands on your 
head,” or “I'm sorry, but your credit card melt- 
ed when I ran it through.” 


By the time this magazine hits the stands, 
you'll probably have heard about 3Dfx’s new 
announcements. The company made a lot of 
noise at Comdex in Vegas this past November, 
proving that they're far from “dying. ” we did- 
n't have enough time to go into the new tech- 
nology, but we'll have the full blow out on it in 
the next issue. 


Perk Up, Sailor. At Least You Can Look 
Forward To Group Showers 


To Thee That Might Listen: 

Thave a problem and I was hoping you 
would be so kind as to maybe help me. I 
ama gamer, and am having a lot of prob- 
lems with staying a gamer, because I am 
now a sailor (US Navy, out of Boot Camp 
two weeks ago). I’ll be in Great Lakes, IL 
for about six more months, then I will 
probably not see a PC for about three 
years. 
~ Tcan’t imagine being away from com- 
puters for three years. The thought of 
missing Dungeon Keeper 2, Diablo II and 
MechWarrior 3 makes me cringe. And I 
can’t wait to see how bad PCs end up 
whooping Nintendo’s ass. 

I might be able to use a laptop of my 
own onboard ship, but that is also rather 
questionable. Please help me. I don’t want 
to miss the games or lose the current PC 
knowledge I have. Any thoughts/ideas on 
what I can do? And I can’t quit the Navy :) 


FA Dwayne Sanders, USN 


Our National Advertising Director replies: 
We feel your pain. As a former active duty 
Naval officer and current reservist, believe me, 
I've been in your position. In 1987, when I was 
making my second Med deployment in 18 
months, I decided to buy a Sega Masier System 
to help get me through the down time. The one 
thing I had going for me, however, was that I 
had my own state room, where I could play in 
private. As a Fireman Apprentice, I don’t think 
you'll have the same opportunity. 

Cheer up though, there are alternatives. 
Depending on the type of ship you're on, you'll 
find plenty of PC's capable of playing most of 
today’s hottest titles, not to mention the fact 
that, depending on your rating, you'll have 
access to the most realistic video game of all 
time, The US Navy. It's not just a job baby, it's 
a freakin’ adventure!{{{! 


Mark P. Winding 
LCDR USNR 


All we need now is a letter from someone in 
prison and we've met our quota! 


Tf gou're crazy enough to send 
more mail, senv it to: 
Woovoo wragazine 
1175 chess vrive. suite e 
foster city.ca.q440 
mail @voodvoomag. com 


Welcome to the Microsoft’ SideWinder™ Freestyle Pro joystick. Now you can throw yourself into the action. 

Literally. Every on-screen movement is controlled with your own movement. It's called motion- 

sensing technology. Accurate and highly responsive, not to mention works with your favorite ‘ 
games. It's programmable buttons and super slick design fits your hand like a glove. 

Which is handy when you're throwing yourself from one side of the room to the other. 


” Freestyle Pro 


MICROSOFT 


Sipe WINDER 


Want more? Visit microsoft.com 


Microsoft Motocross Madness’ comes free with 
the Freestyle Pro. 
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ASK-S3DEX 000% 





DO YOU HAVE A 3Dfx RELATED TECHNICAL QUESTION? 


Ask 3Dfx: 1175 chess crive.suite e-foster city.ca.94404 mail@voodoomag.com 


Q. Do you know if it is beneficial to run a 
Banshee and a Voodoo 2 card together? Will 
I see a performance increase? Right now, ! 
have an STB Nitro 3D card and a Voodoo 2.1 
bought the Banshee card last night, but I 
haven't opened it yet. If it is only going to 
use one 3D accelerator and not both, I’m 
taking it back. Do you have any suggestions 
ona good companion for the Voodoo 2? 


Bradley K. Gaffney 


A. A Banshee cannot be run in SLI with a Voodoo 
2, as the two do not combine their 3D rendering 
capabilities in the way that connecting two 
Voodoo 2's together in SLI can. Voodoo Banshee 
is capable of running at higher resolutions (up to 
1600x1200), and does run many games at faster 
frame rates than a single Voodoo 2. Additionally, 
Voodoo Banshee is a fully featured, very high 
2D accelerator. The best i 
for a single Voodoo 2 is a second Voodoo 2 to 
complete an SLI pair. The good news is that most 
single Voodoo 2 boards are now available for 
below $150 in the US. 


Q. Just a quick question, hopefully it will 
help other Voodoo users. I currently use a 
Matrox Millennium Il as my primary 
graphics card and a Voodoo 2 for 3D. I know 
that the Voodoo 2 is limited to 800X600 
when using the z-buffer, but Lalso know that 
some games will let you disable the z-buffer 
and you can run the Voodoo 2 higher than 
800x600. The question is this, knowing that 
the Matrox Millennium can do z-buffering, 
is there any way I can tell games to use the 
Matrox card for z-buffering and let the 

foodoo card take care of the rest of the 3D 
graphics? If can do this I should be able to 
run Quake II in 1024X768 and still get the 
benefit of both cards. Is there anyway to do 
this, I know that some cards have drivers 
that let you select what card does what 
function. Is there anything like this for the 
Voodoo 2? 


Thanks for your time and help, 
Sean Phelan 


A. There ts no way for Voodoo 2 to use the z- 
buffer of any other graphics processor (other than 
a second Voodoo 2 in SLI). The hidden surface 
removal operations of the Voodoo 2 are embedded 
ee he 
width frame buffer memory is required 
high performance operation. Voodoo 2 pail 
~720MB/sec of local frame buffer bandwidth 
(which is used for Z-buffering), accessing z- 
buffer memory across a PCI bus would be at best 
in the 100MB/sec range, not to mention the 
incredibly long latencies that would be incurred. 
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Such functionality is simply not possible. 


Q: Great mag guys! I just got the third issue 
and it rocks. My favorite section is where 
you guys answer technical questions. Now, 
to my question. Can you give me any tips on 
how to make Unreal run more smoothly on 
my machine with a P233 w/MMxX, 64MB of 
ram, and a Creative 3D Blaster V2 card. 
Also, can you tell me exactly how I go about 
overclocking my V2? 


Thanks, 
Bob 


A. Epic's Unreal is graphically fantastic, but also 
heavily taxes all of a computer's subsystems. For 
optimizing the performance of 3Dfx-based 
products running Unreal, glQuake, Quake 2 and 
the like, I would recommend taking a look at 3- 
Finger’s Tweak Guides, they are packed full 

excellent information on voodooextreme.com. 
Those pages include extensive information on 
tweaking and overclocking 3Dfx based products 
to wring every ounce of performance from your 


configuration. 


Q. T have a Voodoo 2 card along witha 
mediocre Stealth 4000 4MB card. I was 
thinking of upgrading to get the Banshee 
chipset for its outstanding 2D but was afraid 
the game (whichever you like) might get 
confused at seeing the Voodoo 2 part of the 
Banshee card along with my 8 meg Voodoo 
2 already on my system. I'd like to keep my 
current Voodoo 2 but i was wondering if I'd 
encounter a conflict with 2 Voodoo cards 
active...which would the game choose? 


A. Well-written Direct3D games will actually 
offer a dialog box upon startup, asking which 
device you would like fo run the game on; that 
will allow you to select which board (Voodoo 
Banshee or Voodoo 2) you would like to run your 
game on. In the case of Glide games, currently 
there is no simple method for selecting between 
boards other than copying the version of Glide for 
each particular product into the local directory of 
the appropriate game, 

If you like running Forsaken on your Voodoo 
Banshee, copy the Glide for Banshee file to the 
Forsaken directory, and if you like running 
Quake 2 on Voodoo 2, copy the appropriate 
miniGL files to the Quake 2 directory. 3Dfx is 
working on a utility to allow the user to select on- 
the-fly which 3Dfx-based product the game will 
run on. Also, there is shareware program (like 3D 
Control Panel) which allows you to disable a 
particular device for D3D, and the 3Dfx Control 
Panels also offer the ability to disable a particular 
device for D3D functionality. In general, with the 
exception of multitexturing games, a Voodoo 


Banshee will perform in a similar fashion to a 
single Voodoo 2. Voodoo 2 (single or SLI) will be 
faster for most multitexturing games. (like Quake 
2) 


Q. Hello. I currently have a Diamond 
Monster 3D card and an ATI All In Wonder 
PCI card. I have recently built a second 
computer from odds and ends of parts, and 
the last major part it needs is a good video 
card. I was thinking of handing over the 
cards from my system (the two mentioned 
above) and getting a Banshee card as an all- 
in-one solution. However, I am a bit 
confused here and have (of course) a few 
questions. 


Q1. How compatible is the Banshee with 
current and past 3DFx-based/accelerated 
games? 


Q2. How does the Banshee's 3D 
performance rate compare to a 12MB 3Dfx 
Voodoo 2 card? 


Q3. Is there going to be a Voodoo "3"? 


Thanks forthe “help and keep up the 
awesome Work on the magazine :) 


Dave K. 


Al. Very compatible. Virtually all games that 
run on Voodoo 2 run on Voodoo Banshee, as they 
share the same 3D core. (with the exception that 
Voodoo Banshee has a single texture processor 


and unified frame buffer memory) 


perform in a similar fashion to a single Voodoo 2, 
with the added benefit of higher quality, higher 
resolutions, AGP, 3D-in-a-window, and the 
worlds fastest 2D integrated. Voodoo 2 (single or 
SLI) will be faster for most multitexturing 
games. (like Quake 2) 


A3. Of course, 3Dfx has multiple design teams 
operating in parallel to continue to deliver the 
worlds best 3D gaming experience on the planet 
well into the next millennium. 






Thanks to Tony Tamasi, 3Dfx product 
marketing manager, for taking the time to 
answer these letters. Remember, if you have 
immediate technical support questions, you 
can post to 3Dfx's technical support usenet 
roup, which you can find through the 
company’s web site. 
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would have 


INVENTED 


HAD HE UNDERSTOOD REAL-TIME 


(With apologies to AJ. Cartwright theorists.) 
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Introducing the PC game for 





baseball purists, the most realistic-looking, 









most realistic-playing game there is. 






Powered by Shiny Entertainment's Messiah 
Technology, real-time deformation and 
tessellation lets you see muscles flex and 







jerseys stretch. 

Player models created from over 100,000 
polygons. 

All MLB teams and players including the 
latest rosters, schedules and statistics. 
Track over 7,500 statistics 
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The Empire and the Cybrids Hostilities break out on Mars and 

have amassed huge armadas, Venus. The Emperor unleashes the 

but no one really knows the Imperial Fleet to crush the rebellion. 

extent of the buildup. The Cybrids seize the opportunity and 
launch a massive invasion armada, 
STARSIEGE begins. 


A series of defeats forces Earth's people 
eile Dry thes f secre Peels. = 
i Te Resi EUS. to withdraw support for the fledgling 


colonies on Luna, Mars, Venus, and 
outlying mining stations. The colonists 
suffer massive c 
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Hi again Voodeo Gurus! 


Ho ha ho... Welcome back to the December installment of the Voodoo Review. Have you got your wish list together for that jolly fat ea i ie red 
suit? A second Voodoo 2 card for some killer SLI action sounds like a good start... Maybe it's time to replace that old 2D card uae sleek new 
Banshee... And don't forget to load up on some Voodoo games. If you haven't been to the software stores lately, there's so many 9 aanes out 
right now that are compatible with your favorite 3D accelerator, that it’s too hard to choose. Yep, it's a great fo have a 3Dfx-equipped computer! 


Anyway, before you explore the rest of this mag, why not sit back, relax, grab a steaming mug of hot chocolate and get yourself caught up on some 
of the happenings around the Voodoo world, 


coe ees eee ee ee eee eee ee ee 


3Dfx: s 
So what's the deal with that Wwo-headed monkey? I'm sure you have spotted the "Power of Two" ads... | don't know what it means to 


you, but! think the marketing department at 3Dfx has dipped a little too deep into the eggnog! But you gottd admit, the ad is very 
memorable, so itmust be doing its job. The monkeys are to remind you that, if you own a Voodoo 2 card, you can add a second, identical 
card and connect them together for (SL because two heads are better then one). And, with the recent drop in memory prices, it's now 

=~ easier fo own a second V2 card — most companies have listed the price at $150 or less. Higher resolutions, faster computing, smoother 
games... SU is what hard-core gaming is all about. 





and you'll find dedicated sections for games that either require a Voodoo card or recommend using one. One of the reasons Babbages=>™ 
this magazine was formed is because we feel that Voodoo has become a gaming platform in its own right, along with softwa reqy 
Playstation and Nintendo 64, In fact, many stores are reporting that Voodoo compatible games are selling as well as the =~ 
other console games. There are more Voodoo crazy fans then you think... 





Software stores in the US are making it easier for you to find your favorite Voodoo games. Check out your local Babbage’s 


E LECTRONIC ARTS Software publishing giant Electronic Arts has re-committed to the quality and speed of Voodoo. Look for 


almost all current and upcoming games from EA (including NHL 99, Need For Speed 3 and FIFA 99) to 
run native on 3Dfx’s Glide AP! to take advantage of the awesome visuals and speed. EA makes many of the best games available today, so if you 
have a Voodoo card in your computer, you'll be able to enjoy these games at their 3D-accelerated finest. 


You're probably familiar with Voodoo Banshee by now (and maybe even own a card). Banshee is the latest and greatest 
2D/3D combo chipset from 3Dfx that offers the best of both worlds — the fastest 2D with hardware Windows acceleration = 
and killer 3D with near-Voodoo 2 speed. If you're putting together a new computer and don't want to mess with a 3D-only 
card like Voodoo 2, then Banshee is a great choice. When Banshee was first released, there were a few compatibility 


problems, but 3Dfx has been hard at work sweeping out all the glitches and now the cards are running smoother with each 
upgrade. 





IF you're wondering which Banshee card to pick out, take a look at the one offered by Quantum3D. Their 16MB “Raven” 
card is available at a very competitive price and it comes packed with a killer bundle of arcade-style games, including full 
versions of Midway's Gex: Enter the Gecko, NFL Blitz and San Francisco Rush: The Rock. Those games alone are almost 
worth the price of the card. It's available in both PCl and AGP flavors (Ihave an AGP version in my own rig). 








PC-users offen brag to their Mac-owning friends about all the great Voodoo games available on the PC. Pretty soon, the 
Mac-heads will be able to brag back. (Mac-head’s note: Macs have been able to use Voodbo cards since nearly the § 
beginning and, recently, PC emulators on the Mac have supported Voodoo & Voodoo 2 cards directly for playing PCgames, j= 
with impressive performance. We love Macs.) Recently, “VillageTronic” announced a Voodoo Banshee card forthe 
Macintosh. Two models include the “MP850,” which is geared towards professionals, and the “MacMagic Pro” that’s aimed 
atthe Mac gamer, If you have a Mac, point your browser to www.villagetronic.com 


LY 
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Spanning the globe for the lateat 3Dix newa. 


RUMORS/GAMES 

Game publisher Psygnosis has a great deal for those who have just jumped into Voodoo. They've released a "5 Pack" of top selling 3Df&x- 
accelerated games for less then $40. The titles in the pack are G-Police, Wipeout XL, ShadowMaster, Shipwreckers, and Formula 1 
Championship Edition. Many Voodoo-starved gamers paid $30 to $40 for EACH of those games earlier this year, but now you can get 
them all for the price of one. Cheers to Psygnosis and I hope other distributors steal this idea! 





Speaking of games, one of the top games of last year was alittle title called Diablo. Since it's a 2D game it wasn't Voodoo 
accelerated (Bool). Its sequel is due soon and Blizzard Sofware has announced that, even though it's still primarily a 
2D game, it's going to get the Voodoo treatment (Yay!). That means owners of 3Dfx cards will get to see the nifty colored 
lighting and cool texture support that our 3D cards have to offer on this destined-to-be-a-blockbuster game. We're looking 
forward to more hours of on-line dungeon crawling, this time with our 3Dfx cards kicking in. Check out our preview of 
Diablo 2 on Page 41. 








“All the 3Dfx news worth reading,” claims Voodoo Nation, and one visit proves that they aren't stretching the truth. This nicely designed website has 
loads of great info, comments, reviews, and even a look into the future of various interesting topics. Check it out... hitp://3dbcdimension3d.com/ 


It's nota Voodoo-only site, but Gamer's Depot does have a nice amount of 3Dfx-related info. Bestofall, contests seem to bea regular 
thing at GD, so ifyou need some hardware you can either read about it or WIN it.. or BOTH! Gamer's Depot is a great place fo 
hang outand read reviews on sofware & hardware, download drivers, check screenshots, or even order something that you've got 
your eye on. Keep up the great work, Duane! hitp://gamersdepot.com/ 





DEMOS 


Quake2-engine based games are becoming old hat these days, buta new game from Activision breathes new life into them. As seen 
in last issue's cover story, Heretic Il moves the perspective fo a 3rd person point of view. Does it work...2 Download the demo and 
see for yourself (35MB): 


htip://www.activision.com/games/hereticii/ 





Although it takes a beating on page 72, | personally enjoyed the demo for Shogo. Before you dismiss this game, try it out 
yourself to see what the hype was all about. It's well worth the time and effort. After playing the demo, check our review 
to see what went wrong with the full version... 

I ttp://wv go-mad.com/ 

Se eee eee ess sess ess ess see ee 
Are you finding that you‘re spending more time downloading demos then it takes fo actually play them? Here's a nice 
short download (less then 6MB) that's fun fo play... PowerSlide. Ifyou have a gamepad hooked up fo your computer, then 
you're going to love wizzing around the "Dam Track" (or is thatthe "Damn Track") in this arcade racer. Try to keep all 4 
wheels on the ground! 

hitp://www.ratbaggames.com/ 

me ee eee ees see eee ees ees gs ess es 
That's it for this installment of the Voodoo Review. | hope everyone has a great holiday season and a rockin' New Year. I'll see you in .999 with some 
more Voodoo action. Until then... is 











Happy Gaming! 
-Dave 





Ifyou want the most up-to-date Voodoo news, be sure to subscribe to the e-mail edifion of the Voodoo 
Review. I's free, it's safe, and it's easy, Send a blank e-mail to voodooreview-on@mail-list.com and 
you're set. For more information about the e-mail newsletter, point your browser to 
hiip://werw.voodoomag.com/r/FAQ.him. 
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DYNAMIX MAY HAVE 
THE ULTIMATE 
DEATH MATCH. 


by Tom Ham. 


emember way back when you played your first deathmatch over a LAN or through a 

modem? You'll never forget the first time you saw a buddy of yours run in front of you, 
seconds before you nailed ‘em. Admit it, you couldn't help but laugh because the whole 
concept was just too damn cool. Classic games like Doom, Duke Nukem 3D, and Quake have 
paved the way for multiplayer gaming to explode into the mainstream. After a hard day at the 
office, nothing beats fragging a few folks you don't know over the Internet. Nowadays, ifa game 
doesn't support multiplayer gaming; you can pretty much forget about any kind of high sale 
numbers. 

Ifyou really think about it, the one thing wrong with the typical deathmatch formula (and 
we're going outon a limb here) is just that: it's just a deathmatch. Mind you, 
there is nothing wrong with going around and around through endless 

Quake II levels and showing your skills for everyone to see, but come on 
folks, you can only do that tor so long before it gets old. 

A trend in multiplayer gaming that has really taken off in the past 
couple of years is cooperative play. Game mods like Capture the Flag 
and Team Fortress have given multiplayer games like Quake II 
unbelievable replayability (you may not even remember that Doom and 
Doom II both had a cooperative mode). People who vowed never to play 
a deathmatch game again have found they can’t put a cooperative game 
down for a second. For once, it's not all about you (which for some of 

you, is hard to deal with) it's all about teamwork. 

Dynamix is hoping to take the cooperative multiplayer game experience to the next level 
with Starsiege: Tribes. In a word, Starsiege Tribes is revolutionary, in every sense of the word. 
Nothing on the market today can touch its depth or level of gameplay. If you ever had a wet 
dream about what squad-based first-person action should be like, it was probably Starsiege: 
Tribes. 

Whaat is Starsiege: Tribes? Tribes is the first 3D first-person action shooter designed from 
the ground up to maximize multiplayer gameplay. Players start off training in a handful of 
single-player missions, developing the necessary skills required to become a full-fledged 
warrior, then you're off to multiplayer combat between two to 32 players over the Internet or 
a LAN. Here the player is part of a tribe, a tribe whose members must work together to survive 
battles with competing tribes, 

Based on the’Starsiege Universe’ (composed of the two Earthsiege games, the two 
Cyberstorm turn-based titles and the upcoming Starsiege), Starsiege: Tribes takes place a 
thousand years after the defeat of the Cybrids: Humanity has spread itself across the countless 
stars. Far from the civilized luxury of the Great Human Empire, settlers have formed nomadic 
tribes ‘ot warriors and explorers.who follow their own customs and codes of honor, Now, 
tribes such as the merciless Blood Eagle and the idealistic Children of the Phoenix, struggle 
over strategic worlds and.alien relics, fighting with powered armor and white-hot plasma. 
Others brave the inter-stellar jumpgates to new worlds, Venturing farther into the unknown. It 
is the new frontier of humanity, where only the strong can survive. 

; The game centers-around four distinct tribes. Each has their own story and reason for 
being here. You can'thelp butidentify with one of the fourtribes: Starwolf, The Children of the 
Phoenix, Diamond Sword and Blood Eagle. Each one has their own unique background and 
defining attributes. The Stanwolf tribe is aggressive and territorial_and can adapt to any given 
environment. They have also mastered the art of hit-and-run and guerilla tactics. 
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The Children of the Phoenix are the oldest of the tribes, They rigidly adhere to the rituals 
and customs set by Harabec himself. They are fierce, proud warriors, supremely confident in 
their battle prowess. They often fight in only partial armor, daring their opponents to hit them. 

The Diamond:Sword tribe are masters of strategy and mystics. The Zen-influenced 
Diamond Sword tribe has created some of the most innovative and risky battle strategies seen 
in centuries. In combat, no can match the Diamond Sword in precision, training and execution. 

The Blood Eagle tribe branched off from the Imperial unit of the same name centuries ago 
and still practice many of the rituals used by their HERC-piloting ancestors, While distrusted 
by the other tribes, they are the most “accepted’ tribe within the Great Human Empire. In battle, 
they are ferocious and unrelenting. They are definitely the most aggressive of the tribes. As you 
can see, JeffTunnell, execittiveidirector of Tribes and founder of Dynamix, and his Tribes team 
can tell a compelling tale. ; 

So what's the big deal about Starsiege: Tribes? It's all about gameplay folks. Think about 
it, this game has been in development for two years with only multiplayer in mind. Starsiege: 
Tribes is the ultimate in squad warfare. It puts a new spin on multiplayer first-person gameplay 
by creating a team-level, goal-oriented game. If your tribe decides to take the mindless 
deathmatch route and tries to kill everything in sight just to get the most frags, you're going to 
tail miserably. As lead game designer, Scott Youngblood, puts it: "Starsiege: Tribes is going to 
reward the player that works with his Commander (more on that 
later) and other teammates, If you decide to stray off on your 
own and do your own thing, you could jeopardize the whole 
team and lose the game or the mission at hand. We wanted to 
makea game that was dependent on multiplayer strategies and 
less on individual actions:" After playing Starsiege: Tribes for an 
extended period of time,“it looks like they already have 
exceeded everyone's expectations. 

Starsiege: Tribes ispacked with killer multiplayer features. 
These features include personal voice commands. Here players 
have the ability to send pre-recorded messages in their own 
voice to their comrades at the touch of a key, This feature also 
allows the Commander to direct forces into optimal strategic points. 

In addition to the standard deathmatch, team deathmatch and Capture-the-Flag games, 
Starsiege: Tribes features scripted team objectives such a5 taking over command centers, 
destroying missile turrets or holding a strategic position on the map. 

In Starsiege; Tribes, players are able to drive or fly Armored Personnel Carriers (APCs). 
This is probably one of the coolest features of the game. This is the only first-person shooter that 
allows you to hop into an APC, pick-up your squad mates and move them into battle. The cool 
thing is while you are a passenger on board, you can fire on the enemy while flying. Coupled 
with these great multiplayer aspects, Starsiege: Tribes has created two key features. The first is 
Instant Internet Access. This means one click access from within the game itself. No more 
separate applications (like GameSpy or Mplayer) to download. Using the built-in feature, Tribes 
will actually connect to the Dynamix master servers, download a list of active servers with 
information on the type of game, number of players and ping time and bring the results back 
to you. You can go through the list, find the closest, fastest game to you and hop right in, all 
without haying to fire up a second utility or ever leave the gamespace. 

The second is the Tribe Commander Role. Here each tribe has its own battlefield leader 
with a satellite view of the entire battlefield. From this view, Gommanders can issue orders to 
squad members, track enemy movement and find where friendly troops are hiding out. In order 
for your tribe to succeed, you have to have a competent Commander running the show. A 
Commander of a Tribe views the action from an over-head 2D 
view. Here the Commander can issue simple orders such as "go 
to Waypoint Alpha" or design a complex, multi-tasked 
objective for his team that requires ultimate precision and 
teamwork. Commanders can issue individual commands to 
specific members of the squad where only that particular 
member will see the message on their screen. Commanders 
can even "see" what each member of his squad sees via a small 
video screen, Commanders can also seek out where enemies 
are advancing and can deploy squad members to intercept an 
attack. 

In the game, players can choose between three different 
armor types: light, medium and heavy. You have to remember that your choice will affect the 
Way you move in the game. Light armored means person can run faster than the others and can 
also fly a lot higher and faster using the jetpack, but downfall of lightly armored types is their 
lack of protection. Most lightly armored warriors can be eliminated by a couple of direct hits. 
However, if you were to put on heavy armor, you can take a boatload of damage (although you 
move a lot slower) before you're laid down to rest. 

There are eleven different weapons in Starsiege: Tribes, including mines, sniper lasers and 
grenades. These weapons range from your basic blaster which shoots energy blots (similar to 
the default weapon in Quake Il) to grenade launchers and chainguns. Most of these weapons 
are your standard deathmatch toys, but some are truly deadly and totally unique to Tribes. 

One is the mortar. Only able to be carried by heavy armored warriors, these weapons of 
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destruction have incredible range and can do extensive damage to buildings and 
people who get in the shells’ way: 

Another killer weapon (sorry, no pun intended) is the laser rifle. 
Only light armored warriors can carry this bad boy. With it, 
players can zoom into sniper mode (there are four different 
zoom distance settings) and. pick-off unsuspecting enemies 
from extremely long range. Another cool feature to mention 
here is that all weapons have'a zoom feature. Even your basic 
blaster when you start the game, has the ability to zoom in on 
a target. 

Other weapons include.a plasma gun, a disc launcher, an 
energy rifle and a targeting laser. In addition to your weapons, 
players can also purchase pac ese packs vary from sensor 
jammer packs (which block enemy radar and scans) to ammo 

additional ammo) to health packs (gives you health). There 
ir packs which restore both your health and armor. 

In addition to the numerous multiplayer innovations, 
Starsiege: Tribes employs the use of the advanced Starsiege 3D 

e players unseen features ‘in the world of 3D 
‘spectacular. The 3D 


A huge step fonvard in technology for Starsiege: Tribes is | 
the seamless transition from outdoor to indoor environments. 
Imagine flying around with your jetpack and seeing an pening 
al the top of the enemy’s base. You can actually fly into it without 
having to sit through a "Now Loading” screen, so if you're in the 
middle of a heated battle, you don't have to worry about waiting around for the 
environment to load into your machine. Trust us, this will blow you away when you 
it for the first time, ; j ; 
sides the standard first-person view, the game can be played via a third- 
on perspective, This is 2 you can teally see the top-notch motion-capture 
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animation. Dynamix has reproduced full-motion body movements for maximum | 


fluidity and realism. The end result is pretty remarkable. 


Starsiege: Tribes also incorporates weather systems. Players’ 


missions will range from night and day assignments to missions 


with snow, rain and fog as major tactical variables. | 
Spectacular 3D explosions showcase wicked lighting effects } 
and debris animations. And, of course, Starsiege: Tribes has } 


native support for Open GL, 3Dfx Voodoo and Voodoo 2 3D” 


accelerator cards. Even playing the game in software mode, | 
Starsiege: Tribes is pretty nice, but playing it with a 3Dfx card | 


is the only way to go. 


To ensure Tribe's success in the marketplace, D ynamix | 
has put.into the game some. cool features to give it some } 
added depth. One exampleis the interactive 3D Mission Editor. 


Built right into the-game, this mission editor is easier to use 


compared to-other-editors jn other fames. Pre-fabricated } 


building blocks let users create new missions with ease. Also, 


Starsiege: Tribes allows players to use their own skins and} 
logos to make their tribe unique from others. The Starsiege: | 
| Tribes vision is one of countless independent servers with 


thousands of independent warrior tribes — each with theif 

own customized names, symbols, warriors and colors. From 

seeing the response Dynamix has been getting on the Intemet 

it looks like that vision could become a reality. 4 
___ When Starsiege: Tribes is released later on this year, it's 

_ definitely going to change the face of multiplayer gaming. Wilh 

its incredible mix of Cutting edge graphics and unsurpasse? 

gameplay, Starsiege: Tribes is, without a doubt, a must-have title for this holida 
Season. Starsiege: Tribes has been in production for over two years and the folks 
Dynamix have developed a product that is truly extraordinary, It will change the Wa) 
you play deathmatch games over the Internet. G uaranteed. Once you play organize? 

squad combat like this, you'll never go back to anything else, 
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“Already the beta version is providing a 
surpassingly immersive experience — one 
that will likely see defections from Britannia." 


= Rob “Galgorth= Smith: PC Accelerator Magazine 
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It's coming. Gamers have already begun to salivate a 
anticipation of the next level of unrestrained violence an 
unbelievable (or should we say far too believable?) 3D 
environments. Although the latest meat-grinder, Quake Ill 
Arena (also known as Q3A) isn't even due to descend until 
“it's done" sometime in '99, Our Heroes, the Champions of 
All Things BFG, have begun to leak a few tantalizing nuggets 
of information about the next incarnation of their on-going 
experiment to create the perfect killing engine. a 

One look at these screen shots, from both the initial 
game test build and the development stations, show you that 
you're in for a world of difference with Quake II] Arena. The 
most striking and dramatic aspect revealed by this first look is 
the addition of smooth, curved surfaces to the Quake world, 
Where Quake and Quake 2 had to fake curves with 
incremental angle changes, Quake II! Arena can produce 
actual rounded edges through the use of non-rational Bezier 
curve nets, Like NURBS (see Marty Franz's article on Page 64 
fora little more about NURBS), a Bezier curve is a smooth 
curve that is mathematically driven by controlled points, 





called "knots," which allow continuous curves without sharp creases, folds 
or bends. Because it's all pure math, a Bezier curve is resizable, 
deformable and re-shapeable in an infinite fashion, while always retaining 
a smooth surface or curve. Yoink? Us neither. But look at them rounded 
surtaces, they purty. 

All the curve nets can be dynamically tesellated, so users will be able 
to dial the level of detail up or down to best match the speed of their 
system. Running Quake Ill Arena on an older box (which, by the time 
Quake III Arena ships, will probably be defined as anything less than a 
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P200 with 32MB of RAM) won't be an impossibility; simply 





set the number of polygons used within an environment toa 
lower count, Sure, the resulting architecture won't look quite 
as nice, but you'll be able zip around in a deathmatch 
without becoming a tortoise with a target painted on its back. 
Fortunately, hard core Voodoo-heads shouldn't have much of 
a problem running the game, since the hardware-only design 
is targeting a level more than attainable by 3Dix silicon. 

The other, massive change to the game's structure is the 
move away from any sort of wacky sci-fi storyline. Why are 
there hordes of monsters with big guns trying to punch your 
clock? Who cares! It's time that we all admit to ou rselves that 
playing an id game has never been about being drawn into 


complex plots while developing meaningful relationships with other 
characters. It's always been about turning a machinegun on the person 
down the hall and listening to their screams of fury waft over the top of 
their cubical wall. Quake Ill Arena is just that: a series of gladiatorial 
tournaments that become increasingly difficult the further you progress. 
No Stroggoths, no Shubniguraths, just wave after wave of relentless Al- 
driven opponents, al! with one goal, one purpose to their binary lives: to 
turn you into a sizzling greasespot. Quake tll Arena will emulate the on- 
line experience in the single player mode, so that people can become 
familiar with the deathmatch mentality before logging on to a server and 
having their spleen served to them via Express Rocket Delivery. 

id men Brian Hook (programmer) and Kevin Cloud (artist) took some 
time out of their relentless code-crunching to poke their heads up and 
answer some questions. 











































Voodoo: What is your vision for Quake III Arena? 

What are you trying to do with this game? Where are 

you taking gamers now? Most importantly, how are you changing the 
Quake series? 

Brian Hook: We are creating the most exciting form of deathmatch play 
imaginable. The on-line multiplayer deathmatch experience has had an 
intense following for several years, but we recognize that not all 
consumers have access to Internet connections. We have targeted these 
consumers with our advanced computer-controlled opponents -- in lieu 
of Internet play, a compelling experience is offered for those that wish 
to practice alone, or that do not have the benefit of a high quality Internet 
connection. 

At the same time, we are concentrating all of our design and technical 
resources on refining the deathmatch experience. In the past, we have 
had to divide our attention between a more traditional story-based game 
and the more reflexive arcade-style deathmatch play — at times, 
mutually exclusive game designs. By concentrating solely on the 
deathmatch competition aspect of play, we can focus all of our energy 
on creating the most comprehensive and intense deathmatch play ever 
seen. 


Voodoo: How is Quake II] Arena going to be a fulfilling single player 
experience? Now that you've moved even further from a traditional 
story based game, what is going to be the draw to keep people playing? 
Have you dropped Quake's concept of storyline and plot in favor of 
straight-out action? 

Kevin Cloud: id invented deathmatch when we created DOOM, and 
today deathmatch is the most addictive form of gaming on the internet. 
Story based games are great, but have limited replayability. They move 
the player through a ladder of specific experiences. Even if you're having 





a blast, once you've challenged all of the designers! ideas the game is 
over. 

Deathmatch is a sport that requires a progression in player skills. The 
draw is improving your skills, learning your terrain, and beating the 
opponents. It doesn't require a sequence of scripted events any more 
than football or soccer. Therefore, replayability is endless. 

Our goal is to deliver the same addictive deathmatch game whether 
you're playing online or against computer opponents. John Cash ( Al 
programmer at id) has the full time job of making the best and most 
interesting computer personalities. We want players to get to know and 
enjoy destroying the computer enemy, much like fragging his best friend 
on the net or demolishing the opposing team. If we are successful, 
Quake Ill Arena is likely to be the most popular game id's ever released. 
Judging from Cash's current progress, | think we're on to something. 


Voodoo: Where are you guys going beyond filtering and blending 
effects? What's the next step in the evolutionary process? How does 3D 
acceleration have to change or grow in order to meet the ideal system 
(upper end) for Quake Ill Arena? 

Brian Hook: The most obvious new features are our advanced curved 
surfaces. Vaulted ceilings, domes, arches, and organic shapes are all 
possible with our curved surface rendering architecture, In addition we 
will have the gamut of effects, from environment mapping to volumetric 
fogging to saturated light flares, all of which contribute toa realistic and 
engrossing environment. Even current graphics accelerator hardware 
will work fine with Quake III Arena; however, we can always use more 
fill-rate and triangle throughput. In the coming year the advent of 
hardware geometry acceleration will make a huge difference in 
performance. 





Gimme, gimme, gimme. Doesn't it suck when you're forced to be 
patient? Voodoo is guessing that we'll be seeing this baby sometime in 
the middle of '99, but don't set your timers just yet. Heck, the entire 
game may change between now and then. Remember the original plan 
for Quake? It was going to be up-close-and-personal Viking warfare with 
hammers and lead pipes without any projectile weapons, but that 
changed halfway into the development. Regardless, if id decides to turn 
Quake Ill Arena into deathmatch Parrapa The Rapper, we're pretty sure 
it'll still be an entertaining game. 
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Figuring that the gaming world just wasn’tready fora first- 
person shooter set in the calm, clean streets of Helsinki (where 
they hail from), Remedy has set their game in the nasty, gritty 
streets of New York City, where you're much more likely to find 
the nasty types of characters causing a ruckus in this game. Max 
Payne is a Dirty Harry-meets-John Mclane character, a NYPD 
officer whose family is killed by a gang of “drug-crazed junkies” 
stoned out of their brains on a new synthetic drug called Valkyr. 
Inserted into the Mafia organization as a deep-cover mole, Max 
finds himself framed for the killing of his own boss in the agency 
and now finds himself caught in a crossfire between both the 
criminals and the cops, with both organizations out for blood. 

So, Max Payne sounds like the star of a particularly gritty 

k. What's up with the actual game, you ask? This is no 
generic first-person shooter, buta third-person adventure game 
with the promise of plenty of explosions, gunfire and havoc. The 
camera will cut back and forth between “follow mode,” which 

trails along Max in standard action fashion, and 

the “directors cut” mode, which takes over for 
dramatic scenes to provide a bit more tension. 
Instead of pre-rendering movies of creating in- 
game cinematics, Max Payne's story is told 
through 80+ pages of comic book screens, 
which are very well done and fit the mood and 
tone of the game perfectly. 

The New York that they're creating is as 
twistedly realistic as a Tarantino or John Woo 
film, with settings and people just as you'd 
expect to see wandering the Big Apple today, 


Richard Harvey, Fly’s producer, gives us a little background 
on his project: 
4 iginal philosophy revolved around accuracy and 
ty. We know our graphics technology can match any 
> company out there, but we want to mold it to fit the GA market 
specifically, Although I give kudos to the FU2 team for their ground 
scenery, we've built a system that supports resolutions 
below 1 nvpixel. Just because we can do that doesn't mean we 
should use it everywhere — although the ground would look 
unreal, you'd get about 20 miles to fly above on a single CD, We 
believe the GA enthusiast wants freedom to fly where they want, so 
we make concessions on resolution so we can offer larger satellite 
coverage areas in our product. 
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except most of these characters are just a bit more heavily 
armed. There will be more than a dozen different weapons with 
which to deal death, including revolvers, Imm pistols, machine 
guns, shotguns and rocket launchers. 

Using the core rendering engine that makes Final Reality 
such a treat to look at, Remedy is working on creating a mondo 
3D-only engine that'll provide seamless character meshes with 
a wide range of movement and animation, a real-time particle 
system, full radiosity lighting, amazing level-of-detail display 
anda level editing tool so easy to use even the slow-witted Editor 
in Chief of this magazine will be able to create death boxes. All 
inall, Max is guaranteed to flame out some serious action when 
it’s released (hopefully) this coming summer. 


“| give kudos to Paul for coding a 
fantastic flight model, as each of our aircraft 
have a great feel when flying, even when 
using the keyboard, I'm also proud of our cockpits and systems — 
I think they beat every product out there in accuracy and realism. 
Then, of course, there is the "look" and attention to details: the 
ground imagery and scenery, clouds, weather, the sun, moon, and 
stars, etc. Every time | give a demo to someone new, they are 
simply amazed that a company could produce such a detailed 
product and even consider selling it for under a hundred dollars. 
“The engine Mark has developed for the company is the most 
flexible technology I've ever worked with, It automatically handles 
software or hardware rendering, and uses a drop in .DLL 
architecture to support emerging technologies. We tailor our usage 
based on visual and weather effects we need, ranging from lens 
flares, environment mapping, alpha blended clouds and lights, etc. 
“We are delivering a variety of civilian aircraft in 1.0, 
including the Cessna Skyhawk 172R, Piper Malibu Mirage, Piper 
Navajo Chieftain, Raytheon/Beechcraft King Air turbo 
prop, and Cessna Citation business jet. Our scenery 
areas will offer 100 miles of unbroken satellite 
imagery around San Francisco, Los Angeles, New 
York, Chicago, and Dallas/Fort Worth. Our databases 
contain over 9500 airports around the world. We 
offer a built-in flight planner for advanced users, as 
well as the ability to customize aircraft load-outs and 
fuel, and weather configuration that allows direct 
importing of NOAA METAR weather reports for 
instant weather setup.” 
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Back in the Summer '98 issue, we gave you an 
early preview of "Drakan: Order of the Flame. At the 
end of that preview we promised that we would keep 
you posted as more information becomes available. 
Now that this killer game is almost out, here's the latest 

coop. 

a Siated for release late in March of 1999, this game 
is a combination fight and flight game set in a fantasy 
adventure world. The main character is female, Rynn 
the Dragonrider, and her quest is to rescue her 
kidnapped brother (can you say role-reversal?). The 
bad guy is Narvros, whose life goal is to be as nasty as 
he wants to be... i.e. "the ultimate evil." 

Fortunately you have Arokh on your side... Arokh 
isa legendary multi-talented dragon who is committed 
to being the most helpful sidekick possible. That's 
where the flight part of this game comes in. You ride the 
dragon to fight in the vast worlds above, battling both 
flying and ground-based attackers, or you can run 
along the ground and slash your way to victory. 


Rynn has many different 
weapons at her disposal. Pick your 
weapon of mass destruction: axes, 
swords, maces and more, each 
with unique maneuvers and 
attacks. 

Rynn meets many different 
characters and creatures in her 
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will also need the help of others. Certain characters 
might send Rynn out on sub-quests. These quests will 
take Rynn and her trusty dragon throughout the game's 
four vast, complex worlds. 

Graphically, Drakan is going to bea real treat for 
all Voodoo owners. If you own a vanilla Pentium 166 
with a first generation Voodoo Graphics card, you will 
be able to play Drakan just fine, but owners of a 
Pentium 2 with Voodoo 2 cards will be in graphic 
heaven with much higher polygon counts, colored 
light-maps, detail textures and the lovely bump 
mapping! The game will take advantage of the dual- 


texture capabilities of DirectX 6.0; this will help in many of 
the more subtle touches, such as the dragon’s semi- 
transparent wings and will generally improve the speed of 
the game. 

The game uses the “Surreal Engine”, which gives the 
developers plenty of power to work with. This engine allows 
them to make tight, detailed indoor levels to crawl through 
and expansive outdoors level to fly above. The transition between 
these levels will be seamless. The engine provides one of the 
largest and open gaming environments to date. Imagine flying 
over a vast canyon with a flock of birds swooping down over a 
rushing waterfall while fending off other dragons, or climbing 
through a cave battling spiders that drop from webs dangling from 
the ceiling. 

Games with such a tightly knitted story usually avoid 
multiplayer gameplay, but Drakan isn't your usual game. It will 
feature multiplayer battles over the Internet, which means you can 
fight hand-to-hand or even dragon-to-dragon. The game is almost 
ready for release, so keep your eyes peeled for a demo soon! 
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Ubi Soft is developing their own niche of strange-but- 
cool software, with SCARS being their latest entry into the 
“What the Hell?” category. Having a fairly solid lock on the 
European racing sim market with their F1 series, Ubi’s now 
moving to arcade racing (Speed Busters) and... computerized 
animal racing? The moniker for this particular title is an 
acronym that stands for Super Computer Animal Racing Sim- 
ulation. 

According to the backstory, it is the year 3000 AD and 
bored supercomputers have designed virtual race cars based 
on the abilities of nine different animals. Why these com- 
puters have so much time to kill or their reasons for design- 
ing them to look like animals remains to be seen. 

Graphically, SCARS has the look of Ubi’s PC racer (one 
of the first to support 3D acceleration) “Pod,” with a more 
lush and less techno feel. The play mechanics can be traced 
to “Street Racers,” another Ubi product, and indirectly to 
games like “Wipeout,” “Mario Kart” and “Motor Toon Grand 
Prix.” The environements and vehicles are colorful to the 
point of overstimulation, with a very respectable frame rate. 
Like most of Ubi’s PC titles, 
SCARS is written in Glide. 

SCARS gives the 
player nine different 
tracks, nine different vehi- 
cles and a number of 
modes of play — single 
race, time trial, champi- 
onship mode, as well as 


Ok, hands up; who's ever sat on their couch on a boring 
Sunday afternoon, called out for a pizza and ordered a pro- 
fessional wrestling pay-per-view event? Of course you have, 
it's the American way! After all, Monday nitro is the number 
one rated cable television show in America. Creepy, huh? 
Much like NASCAR, Miller from cans, Garth Brookes and 
smokeless tobacco, wrestling is an acquired taste, one that 
must be fostered and built up. Like wine tasting, it’s easiest to 
get into professional wrestling when you have someone 
around who truly understands the nuances and flavors of the 
sport. Which, in this case, can either be an eight year old or 
an unemployed ride-along mower repairman, With a true afi- 
cionado by your side to explain the subtle aspects of wrestling, 
you too will be able to distinguish the NWO from the WCW, 
an atomic piledriver from a B-52 drop or a mere beef log from 
a tasty Slim Jim. 

Or, you can pick up a 3D enhanced wrestling game and 
pound the crap out of people yourself. Nine out of ten WCW 
fans surveyed would rather be able to put the boot in them- 
selves, rather than passively watch a match in a zombie-like 
trance at home. THQ, masters of the grab-the-license-and-run 
style of development, are in 
the process of putting the 
ropes around their squared 
circle, WCW Nitro. Ooohh 

eah! 

WCW builds on the 
success of the PlayStation 
game, but includes 60 of the 
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multiplayer racing. 
There area number of weapon power-ups that litter the 
course. Some give you turbo boosts, guns or missiles, while 
others area little more devious, like the remote magnets that 
stop your competitors dead in their tracks or the timed “hot 
potato” death’s head icon which you don’t want to be hold- 
ing when it runs down to zero. Of course, all this combat is 
going on while you're trying to zip through the circuits as 
quickly as possible and finish in the top three. In order to fin- 
ish first, you'll have to master the jump button (handy for 
those times when the other racers have set a few traps in your 
path), as well as having to take the time to learn the tracks. 
It's easy enough to get through the first circuit (three 
tracks) but, when you hit the snow track, you will be crushed 
—unless you know how to stop and go. It's this difficulty that 
will present the ultimate obstacle to your enjoyment of the 
game but, for racing fans, a challenge worth undertaking. 
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biggest WCW/NWO wrestlers — from 
“Hollywood” Hulk Hogan to Bret Hart 
— and their various moves, from the 
“Goldberg Jackhammer” to “Hogan's Leg Drop.” WCW nitro 
provides total stats for each wrestler, as well as their current 
bios and histories and appropriate theme music. Top wrestlers 
also have personalized rants to taunt the other competitors. 
From one-on-one iron cage grudge matches to four 
player tag-team frenzies and the take-on-all-challengers Bat- 
tle Royal, where thirty men compete in the ultimate match. 
THQ is planning on supporting LAN, modem and TCP/IP con- 
nections to bring real-time wrestling to the internet. There's 
even going to be force-feedback support, so you can really 
feel the rumble. Whatever your flavor of floor pounding, 
WCW’s got the cure for the PC’s relative lack of sweaty men 
in ill-fitting spandex, 
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To prove that real-time strategy and unit combat aren't 
simply the purview of the land of 2D, Interactive Magic is 
breaking out of their flight sim role to bring out Sinister Games 
Shadow Company —Lelt for Dead. 

inthe near future, posits the game's storyline, the world is 
racked by increased terrorist actions as ethnic and political 
problems flare up across the globe. Desperate to bring an end 
to these problems by any means necessary, Corporations and 
countries turn to mercenary forces to help route the enemy. As 
the de facto leader of a merc army, your jab is to track down the 
big money/high risk bush wars and hostage situations, recruit 
and outfit your troops and drop into the hot zone to deal out 
retribution. 

Your mercs are not the faceless, nameless C&C 
bulletstoppers of most real-time strategy games. Instead, Sinister 
has taken the cue from hits like X-Com, Jagged Alliance and 
Commandos: each one of your twelve troopers is a unique 
personality, with individual skills and backgrounds. You'll be 
responsible for training, equipping and safeguarding each merc 
once the bullets start flying. Don’t expect to rush your fighters 
into a suicide run; if they don’t run away out of a desperate 
sense of self-preservation, the resulting loss of life will end your 
military career before you get a chance to retire. Losing a player 
will be a major blow, so try to keep your head down while 
you're out there, huh? 

"What's a mercenary strike force with a Pentagon-sized 
grab bag of high-tech toys? Usually, a very short lived strike 
force, so there are plenty of weapons, vehicles and tools to give 
your team. Flak jackets, scuba gear, binoculars, starlight 
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DID has been known for their long-running success 
with flight simulators. They've produced a staggering 
amount of high-tech jet combat titles, including F-22 ADF 
and EF2000. For a pleasant change, the company is now 
tuming their sights towards another area of war. Instead of 
buzzing about in the clouds, Wargasm puts you smack dab 
in the mud, rain and danger of ground combat. 

DID is billing Wargasm as a "blend of strategy, tactics 
and all-out 3D combat." Bridging the gap between first 
person combat, vehicle and helicopter simulation, 
Wargasm lets you fight from the air, on foot or ina tank. 
Each has its merits; each has it drawbacks, dependent on 
the terrain and enemy forces, Once in the heat of battle, you 
have full tactical control of your forces via a simple drag- 
and-drop interface. Jump into any infantryman's boots or 
tank commander's seat to enjoy the full excitement of 
combat. Whether you want to control one of your own 
troopers or hop inside a tank and cause some serious 
damage, Wargasm's 3 Dream engine lets you make the call, 
If you're not up for getting yourself all muddy, you can also 
fall back to strategic and tactical command of your forces. 

InWargasm, technology 
has supposedly brought an 
end to bloodshed but not the 
end of war. In the future, 
there will be little need for 
real war, and disputes will be 
settled via electronic warfare. 

The battlefield has moved to 
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goggles, cross-country skiis and Zot 
snowshoes all fit nicely into a backpack ( 
next to pistols, knives, grenade 
launchers, explosives, machine guns 
and assault rifles. Vehicles, whether 
issued or captured, can really make the 
difference in a mission; to that end, j 
Sinister is including lots of tanks, jeeps, planes, helicopters, 
motorcycles and cars to make sure that you have plenty of ways 
to insert your team or pull ‘em out if it all goes to hell. 

True 3D environments means that you'll really have to 
climb those mountains or cross those rivers, and it also means 
that you'll have to keep a sharp eye on just about every angle, 
Dynamic weather effects will sweep across the terrain, bringing 
rain and wind to deserts, savannahs, grasslands and tundra, 
Shadow Company has a “fog of war” effect to limit your line of 
site, which is effected by large buildings or walls and can be 
broadened by climbing guard towers or gaining higher ground. 

Missions will involve assassinating corrupt political 
figures, rescuing hostages, blowing up key military facilities and 
generally protecting your own keister. While there are specific 
objectives within each mission, there are multiple ways to 
achieve them. If your forte is the “storm the breaches” 
command style, you'll be able to outfit your troops to roll in 
force, but a stealthier mind may find another way to solve the 
problem, like cutting through fences or sneaking over walls. 
There will be eight unique campaigns, as well as multiplayer 
capabilities. Shadow Company will be silently parachuting into 
stores come Spring. 
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cyberspace — a virtual environment 
called the World Wide War Web — 
and it looks and feels every bit like the 
real thing. Within the WWWW, the wars are just as violent 
and explosive, except without the possibility of ruining the 
real estate you're fighting for. 

As you begin the game, you're confronted with a map 
of global territories. Your objective is to turn the map one 
color — your color — extending your nation's reach 
through victory. There are many nations to choose from, 
ranging from superpowers to developing nations, and a 
range of battlefields set in a number of diverse locations. 
Once an enemy is identified, you'll assemble your force 
from a selection of virtual troops and armored fighting 
vehicles, then roll out to take some names. 

Simple to play, hard to put down is the goal being 
reached for. DID wants this game not to suffer from the 
giant manuals and complicated controls that bog down 
Most sim games. Instead, the focus is on plenty 
of action and the standards of graphical realism 
that they're known for. The smoke, rain, fire 
and lighting effects look nice, even at an early 
point in development. With the addition of 
force feedback support, the WWWW becomes 
a little more real, as you can feel the ground 
beneath you as you rumble along in a tank or 
the recoil from your gun as you fire into the 
enemy's ranks, 











Aren't God games a lot of fun? Nothing like hav- 
ing the power to crush the souls of little computer peo- 
ple on a whim. Populous has always been able to 
balance the positive, uplifting growth and develop- 
ment experience with oodles of violence. After all, 
nothing helps a race of people to evolve like having 
another group over the hill trying to wipe ‘em out, 
right? Darwinism at its finest, distilled into a game. 

The subtitle of the newest Populous game is quite 
apt, considering that the series creator and founder of 
Bullfrog Studios, Peter Molyneaux, has left and moved 
on to found a new operation. Many of Molyneaux’s 
signature titles, including Populous, will be getting 
sequelized without his assistance. How will that effect 
the game? We won't know until the final version ships, 
but from the early build we received, Molyneaux’s 
departure has not had much of an adverse effect. 

3D has been a big help to the game. Twisting and 
turning the camera views through 360 degrees across 
the large landscapes has never been smoother, not to 
mention the greatly 
increased level of detail 
now possible. While 
the moving sprites are 
still 2D, the huts, tow- 
ers, temples and other 
assorted building are 
true 3D objects. Bull- 
frog uses alpha channel 
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The first Uprising was arguably the best product to 
roll out of 3DO, at least from the PC side. The first 3D 
game to effectively blend action and strategy, Uprising 
laid the ground work for Activision’s Battlezone (a fact 
that the Uprising team loudly lamented on-line) with its 
simultaneous command of both battlefield and very 
large tank. The Uprising team has reformed and 
expanded for the sequel, Lead and Destroy, which 
promises to be a huge expansion. 

According to Cyclone, the “first time it was about 
your freedom. This time it’s about your survival.” After 
helping to drop-kick the Imperium in the last outing, the 
forces of human tyranny have been effectively crushed. 
The leaders of the rebellion have formed a new gov- 
ernment, called the Alliance, in order to pull 
humankind together. As the new empire tries to estab- 
lish itself, an alien race of lizard-like warriors, called the 
Trich, appear on the boundaries of human space, intent 
on kicking some warm-blooded booty. As the com- 
mander of the New Alliance, you're tasked with the job 
of breaking through the front lines and assaulting the 
enemy fleet, then moving on 

to take on the aliens. 

The gameplay remains 
essentially the same in 
Uprising 2. You pilot a bigass 
tank that’s virtually inde- 
structible, You must roll 
across the battlefield, taking 













effects for transparency and lighting, especially when 
Casting spells. Great spell effects, such as land bridges, 
earthquakes and volcanoes, deform the landscape. 
The new Populous world has a smoother, more realis- 
tic feel than ever before. 

The gameplay remains essentially unchanged. 
You are God. Protect your people, help them grow, 
then convert, smash or overrun the other tribes in your 
area. With your guidance, your ignorant peons can 
become warriors, priests and spies, and learn to build 
towers, boats and balloons. Populous: The New Begin- 
ning may even be in stores by the time you read this, 
so keep a sharp look out. 
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out enemy units and capturing Hi 
power stations. Once you've 
grabbed the stations you can start 

calling in supplies, reinforcements, turrets and other 
structures. Capture all the bases and destroy the enemy 
units and the mission is a success. 

Uprising 2 features big time graphic enhance- 
ments, including 16-bit colors, new terrain, multilay- 
ered skies and special Voodoo 2 Glide enhancements. 
The gameplay has been greatly focused, with more 
tightly integrated strategy elements for first-person view, 
easier commands, three difficulties and a new “pick up 
and play” Heads Up Display. The missions have been 
pumped up with more drama and suspense and unique 
level goals. The Uprising team has also implemented 
tons of user requested items, from weather effects to 
new allied units and weapons, more world objects and 
animations to a user-friendly level editor. 
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3G - PREVIEW 








So far, Eidos Interactive's initial forays into the real-time 
strategy genre have been met with some criticism. Conquest 
Earth was instantly forgettable while Dominion was released 
as a bone for ion Storm. The company hopes to turn this 
appearance around with Warzone 2100, their first 3D 
accelerated RTS. 

The in-depth gameplay features over four hundred 
technologies to research, two thousand different units to design 
at your own will, a fully rotatable and zoomable 3D terrain, 
three large campaign maps to conquer, and 24 fast-play 
mission maps for extra action, ; 

It seems that sometime during the 21st Century, a 
technical error in the satellite defense system launched nuclear 
warheads to Washington, Beijing and Moscow. With less than 
a million people surviving the collapse, Earth has broken into 
hundreds of small scavenger bands battling each other for the 
remnants of the former civilization. It’s up to the player to take 
control of a band of soldiers attempting to re- 
unite the world. 

The action takes place over three huge 
campaign maps consisting of the Western 
Desert, Urban Devastation, and the Rocky 
Mountain Breakdown, Each campaign features 
six or more sub-maps. As key objectives are 
reached on the campaign map, missions are 
activated on the sub-maps. These missions vary 
irom hit-and-run attacks to building structures 
and holding territories. Additionally, there are 
sub-missions within each level that players can 
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come across by exploring the entire region. These bonus 
objectives not only provide extended gameplay, but may offer 
up some new weapons and technologies. — ; 

By mixing and matching the base vehicle designs with 
the available parts, players are able to create thousands of 
different types of units. Players can see the difference between 
vehicles as they design them and can experiment with 

( SVs », 

different weapons, propulsion systems and bodies. Creating 
your own vehicles is key to your overall strategy, as each 
mission will require new ways of approaching, surviving and 
dominating the terrain and enemy units. New technologies are 
gained through a combination of research and design, 
acquisition and espionage. 











There aren't a whole lot of movies that lend 
themselves well to video games. A very slim handful of 
licensed titles actually amount to anything in terms of 
gameplay, but Braveheart might have what it takes to break 
free from this trend. 

When we first saw the game running back at £3, it 
appeared to be nothing more than a simple real-time 
strategy game, along the same lines as Bungie Software's 
Myth series, except with little men in kilts instead of 
monsters and wizards. Heck, back then it was still being 
called “Tartan Army,” as the movie license had not yet 
clicked together. However, after taking a deeper look at 
the title during a recent Eidos editor's day, Braveheart is a 












whole lot more than pointin’ ‘n’ 
clickin’. 

There's a real depth to this game 
that may not come across in most of the screen shots you 
see. While the combat is all there (and a vital and exciting 
part of the game, as well), there’s a whole deeper strategy 
element that recalls the strategy sims of yesteryear. Scottish 
developers Red Lemon are striving to bring history into the 
mix to balance out the carnage. Would-be Clansleaders 
must make sure their peasants are happy and productive, 
strike political alliances with neighboring clans, build up 
the regions under control and watch out for the occasional 
wandering patrols of English scum. 

And then, there’s the combat (you knew we'd get 
there eventually). Yes, it’s just like Braveheart — train your 
dirty peasants, arm them and march them off to smite 
enemy clans. The battles are huge, with 50-60 men 
tunning about at all times. Use scouts to map out the lay 
of the land, then send in your sword, axe and 
pikemen to clean up. The 3D maps let you 
rotate your camera every which way until you 
find your ideal view, and you'll have to kee 
a constant watch on the battlefield to make 
sure that no re-enforcements are sneaking up 
on your kilted backside. Violence is fast and 
gruesome — expect to see chopped limbs, 
arrows sticking out of men and plenty of 
blood sprays. Braveheart looks like it may do 
its legend proud come this Spring. é 
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When you think of America On-Line, one of the 
last things that comes to mind is a gateway for internet 
gaming. Usually, your thoughts tend to revolve around 
a lurid combination of attraction ('Hmm, | got this happy 
CD with 50 free hours, maybe I'll give ita try") and pure 
terror ("Oh my god, why can't | get my email?!2"), VR-1 
aims to change those feelings just a tad with a bevvy of 
new games and their super-duper Conductor software. 
The company that has brought titles like Fighter Ace and 
Ultra Corps to the Microsoft Gaming Zone has just 
signed a new agreement to bring two 3D-accelerated 
on-line games to the uber-ISP- Nomads of Klanth and 
The SARAC Project. 

The first game to launch on AOL will be Nomads 
of Klanth. Nomads is a fantasy vehicle combat title, 
developed with Graeme Davis, who is well known from 
his work on the Warhammer games. Players choose 
from one of four races — human, elves, dwarves and the 
undead — and build gigantic warmachines to fight over 
towns and resources. There are two types of craft per 


race (a large siege engine and a smaller, zippier scout) and over 40 
different types of weapons and 20 types of ammo. Up to 200 players 
will be able to out-manuever and destroy each other per zone. 

The idea is to create your machine, then to head into one of the 
various arenas to take over towns. It's not going to be easy, however, 
as each town is guarded by huge cannons and fortified pillboxes. 
Players will need to team up and form clans in order to smash a 
town's defenses and drive in the front gates. Once a town is under 
your control, the longer you stay there, the more stuff that is produced 
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for you, essential supplies such as fuel and ammo, as Well 
as new technology. 

The battlewagons are essentially huge ships, with 
places to mount weaponry in the fore, aft, port and star- 
board sections. Like the wooden navies of yore, the most 
powerful weapons are on the sides, while the fore and 
rear weapons are lighter. There are weapons that are com- 
mon to all four races, like cannonballs, fireballs and the 
like, as well as unique armaments, like the undead 
Screaming Skull or the elven Rainbow Ray. Weapons and 
ammo can be stored within your craft in pre-configured 
modes, so you can switch easily from your siege weapons 
to a race-specific configuration at the flick of a switch. 

The second title, the SARAC Project (which stands 
for Sub-Aquatic Reconnaissance Acquisition Craft), is 
also 3D accelerated, but the gameplay is of a much dif- 
ferent nature. While there is a good deal of combat with- 
in SARAC, the emphasis here is on exploration and 
trading. While Nomads allowed up to 200 people to play 
together at once, SARAC will hold closer to 2000, creat- 
ing a huge, diverse multiplayer experience, with over 40 
kilometers of seabed and two thousand meters of water 
to explore. 

Players can choose to be loyal company men, an 
independent trader or (avarst!) a pirate (arrgh!). Depend- 
ing on the nature of their character players can count on 
support or antagonism from the four companies as they 
ply the oceans in their SARACS. The speedy subs can be 
outfitted in a number of ways, ranging from exploration 
to mining to assault. 

Players can establish their own refineries as they develop rank- 
ing within the game and find valuable mineral deposits. These 
refineries can be built upon to become full-scale manufacturing 
plants, with a license to build technology needed in, the world. 
Resources and technologies are tied to an intra-game economic sys- 
tem that tracks prices according to supply and demand. Spend too 
long digging up one type of mineral and you might return to town to 
find that it has the relative worth of dirt it was dragged from. 

There is, or course, combat within SARAC — why else would 
anyone want to play? Combat here is stealthier and much quicker 
than in Nomads. Because you're hundreds of thousands of meters 
below the surface, your visual range is limited to about 70 meters, 
which means that you'll have to rely on your sonar and innate sneak- 
iness to take out the opposition, who are usually stalking you in 
return. 

Both Nomads and SARAC seem like fun, simple on-line titles, 
reminiscent of the old bulletin board games. Is AOL ready for gamers 
to start hitting their lines with 3D accelerators in hand? We'll find out 
in early '99 when VR-1's first games begin appearing on the service. 
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The latest game in the Microprose Star Trek: The 
Next Generation line is much different from the 
other titles they've released (or planned to release). 
Instead of going for another action/shooter title or 
space flight sim, Birth of the Federation is instead a 
turn-based strategy game, similar to their beloved 
Master Of Orion series. The focus of the game is on 
exploration, expansion and tactical combat, all set 
within the Star Trek:TNG universe, which means 
plenty of different races, planets and starships to play 
with. 

You control one of the five major alliances, 

either the Federation, Klingon, Romulan, Cardassian 
or (chuckle) Ferengi. Each alliance has its own set of 
individual strengths, weaknesses and abilities. The 
Klingons are combat specialists, the Cardassians are 
“ruthlessly efficient,” the sneaky Romulans are 
- espionage experts, Ferengi are traders 
and the Federation is a balance of all 
traits. There are another 30 minor races 
of exotic aliens floating around in the 
inky void for you to encounter, to either 
establish relations, trade routes, 
political alliances or go straight to all 
out warfare. The universe is filled with 
solar systems, nebulae, worm holes, 
black holes and those tricky spacial 
anomalies that seem to pester the 
Enterprise almost every episode. 





Microprose has done some serious fussing 
with X-COM over the past two years, While the 
series is obviously very important for the 
company, they’re trying to leverage the name 
into different types of games (witness X-COM 
Interceptor, the Wing Commander-type game 
released earlier this year). X-COM Alliance, the 
fifth game in the X-COM series, combines fast 
action alien combat with in-depth strategy in a 
total departure from the X-Com games to date. 
Alliance also uses Epic MegaGames’ eye- 
pleasing Unreal engine to handle the 3D chores. 

The year is 2062. X-COM is returning to the 







































And then it’s time for some ship-to-ship combat. 
Gamers have always wanted to be able to pilot the 
Enterprise around and shoot holes in Klingon 
cruisers, but none of the Star Trek games have ever 
really delivered. In Birth, players can choose from 
either a Quick mode, where the computer takes 
control for you, allowing you to watch the battle 
unfold, or the Detailed mode, where you have the 
helm, balancing tactics, repair and weapons for 
multiple ships. There are more than 50 starships that 
have been prepared for 3D combat. Construct, 
maintain and refit your own starship fleet as you 
crush the galaxy under your thumb. 
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ruins of the alien invasion base 
at Cydonia on Mars. Their 
mission: to search for any 
technology overlooked at the end of the first 
alien war fought in X-COM UFO Defense. As X- 
COM reaches orbit around Mars, an abandoned 
dimension gate flings them 60 light-years from 
Earth, into the middle of a war between their 
original foes and a new race called the 
Ascidians. Attempting to return home, the X- 
COM team joins with the Ascidians to defeat the 
Gray’s threat. 

X-COM Alliance is a first-person point-of- 
view action game that plunges the player into 
the X-COM universe to take on the alien threat. 
The battles take place on numerous 3-D worlds, 
in a 15-mission fight to kill the aliens and find 
your way back to Earth. Utilizing a new way to 
engage in combat, in which the views of up to 
Tour troopers in your X-COM strike team are 
displayed at once on your screen, the player 
commands an X-COM squad as they fight their 
way to the enemies' home world. On board the 
X-COM ship, the Patton, the player controls the 
resources scavenged from the alien craft during 
combat missions, handpicking squads and 
arming them with the latest technology 


researched from both alien and human 
technologies. 
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The MechWarrior franchise has consis- 
tently produced some of the best games within 
the genre. Activision parlayed the MechWarrior 
2 license into numerous expansion packs, 
updates, repackages and OEM bundle deals, so 
you know that there’s tons of money to be 
made. Microprose has been working with Zip- 
per Interactive on the third installment of the 
giant robot combat series and it looks good. 

MechWarrior 3 takes place in the year 
3058, when the Houses of the Inner Sphere 
have banded together to take on the Clans with 
a unified force. The mission is to defeat all Clan 
warriors and to completely abolish one of the 
most feared Clans, the Smoke Jaguars. The 
MechWarrior 3 storyline takes place in the Bat- 
tleTech science fiction universe, which spans 
(to date) over 38 novels. 

The single-player campaign follows a 
group of MechWarriors who are working for 





the cause of the Inner Sphere in an effort to reclaim the 
worlds that were seized from the Clans. The story is a lin- 
ear progression through 20 missions, in four different 
areas. The player is faced with plenty of twists, challeng- 
ing battles and literally tons of new Mechs to fight and use 
as salvage. When the player completes all of the objectives 
for a mission (invading a base, protecting a base, defeat- 
ing a group of enemy Mechs), the mission is a success. 
MechWarrior 3 puts players into the cockpit of a Bat- 
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tleMech, one of the most powerful machines in 
the galaxy. The goal is for MechWarriors to suc- 
cessfully complete a series of missions or single- 
battle scenarios in the effort to destroy the Smoke 
Jaguar Clan. Some missions allow for players to 
call for help from lancemates, and others have 
the player going out onto the battlefield alone. 

When players successfully complete a mission, 

they can salvage parts from the ‘Mechs of their 
defeated opponents and customize their own 

‘Mech for the next challenge. 

Intuitive controls and first-person perspec- 
tive provide a highly immersive experience for 
players, with a cockpit and BattlkeMech HUD 
that lets the player observe and respond to all 
vital system information. The player also has the 
option to see the action from outside of the Bat- 
tleMech, giving the player a good view of his or 
her fighting machine and important information 
about the position of the player's 'Mech in the 
battlefield. 

In combat, the player uses projectile and 
energy weapons to battle other ‘Mechs and vehi- 
cles. 'Mechs can carry as many as 10 different 
weapons at once, firing them individually, or 
grouping them together to fire several weapons 
with one touch of the trigger. Using various 
weapons at once can create heat, creating a bur- 
den on the 'Mech's cooling system, sometimes 
forcing the player to choose between shutting 
down all systems in the midst of a battle or overheating 
and exploding. In addition to using weapons against 
opposing ‘Mechs, players can also use the environment 
strategically to cause damage to opponents. Players can 
also give orders to computer-controlled lancemates and 
attack enemy targets with a team effort. 

MechWarrior 3 requires that players take resource 
Management into account throughout the game. The 
MechWarrior must keep in mind critical factors such as 
heat and damage, which must be monitored and managed 
in order to stay operational. Another important aspect of 
survival is salvaging parts from defeated 'Mechs or the 
occasional parts that can be discovered in enemy storage 
facilities. 

MechWarrior 3 provides a full array of multiplayer 
options via LAN and modem, supporting up to eight play- 
ers joining in on the action. Players can choose all-out war, 
in which every player goes solo on a mission to chalk up 
kills, or split into two teams that fight each other. 
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When you think of mech games, you usually think 
of the incredibly popular and long-running MechWarrior 
and Heavy Gear series from Activision. Psygnosis will be 
delivering ‘Metal Fatigue,” a different kind of giant robot 
game. With one glance, you will realize that this one 
doesn't look like the rest of the mech wannabes. | 

Metal Fatigue resembles Command and Conquer 
more then Mechwarrior. The robots in this game are made 
up of different sections (torso, two arms and two legs) that 
are all customizable, Each section can have different 
weapons based on hand-to-hand, long range or stealth 
attributes. The way you assemble each "Combot" makes 
the fighting unique because there are thousands of 
different combinations. A cool technique is to destroy 
your enemy, dismember them and collect their severed 
limbs to use for your own arsenal. That feature alone is 
worth playing the game for! 

The story revolves around three 
different warring sides. The game allows 
you ta choose which of these three sides to 
play, adding up to three separate single 
player games. 

Metal Fatigue isn’t just ground based 
either, In addition to the planet surface, 
there's underground tunnels and zero 
gravity space levels near orbiting asteroids. 
Each environment requires a different 
strategy. Mark Baldwin, who has won 
awards for such games a Perfect General 
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and Empire, has written the artificial intelligence. His goal 
is to have many different CPU personalities for each 
Combot. 

The terrain and elements (vehicles, bases, Combots) 
are fully 3D rendered. This gives the designers the tools to 
include killer graphical touches such as shadows, 
transparencies, and lighting. It also frees up the camera 
so it can be zoomed in and out, or rotated around and 
pitched up or down. ; 

Psygnosis is hoping that Metal Fatigue will capture 
the best elements of real time strategy games and the 
shooting thrills of Mechwarrior. We'll find out if they 
succeed in May of 1999. 
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The Unreal engine looks like it's becoming the 
“canvas of choice for game developers, Next year, 
Psygnosis will bring us “Hired Guns," a new first person 
shooter running on Epic’s powerlul engine. Hired Guns 
will use a revolutionary "quad-screen" view unlike most 
of the other regular first-person shooter titles being 
designed on that technology. The player will be able to 
direct the actions of four characters in the game and 
watch the outcomes of each... all at the same time. This 
means the player must not only be able to line up a 
cross-hair and push the mouse button but also think 

his/her way through each situation. 
The story is your basic "futuristic bad corporations 





taking over Earth, good mercenary 
out to stop it" style game. Kircher, the 
main character, hires three highly 
specialized trash-talking mercenaries to help him in his 
quest. Graphically the game looks like a cross between 
Jedi Knight and Unreal, with lots of colored neon 
lighting effects to ohhh and ahhh over. 

The game's environments are interactive, so the 
player will need to repair machinery, command a battle 
train, blast a hole in a space station... you know, your 
average day for a futuristic mercenary. Certain areas of 
the game require that you split up the group, 
designating each character with a specialized task and 
then bring them all back together. If the quad screen 
gets overwhelming, each single character's view can be 
expanded to full screen. 

With a name like Hired Guns, you would hope 

that there's some killer weapons to mess with. You 
would be right. Nice items of mass 
destruction include such beauts as the 
electric hacksaw, plasma bolt, dart 
launcher, and the ever-popular hovermine 
launcher! 
___ Asis required these days, multi-player 
is supported on the Internet and LAN with 
up to eight players and special "deathmatch" 
levels. The game isn't expected to ship until 
Spring of 1999, so we're going to keep an 
eye on this one as it develops. 
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Ah, yes, our evil plans are coming to fruition. As more 
and more gamers stick 3D accelerators into their systems, the 
last hold-out developers are coming on board. Case in point: 
the sequel to 1996's biggest game, Diablo Il. PC Data sales fig- 
ures show that just about everyone with a computer played the 
first Diablo and expectations are running high for the new 
game. And now even Voodoo can hop on the Diablo band- 
wagon. 

During the European Computer Trade Show (ECTS) in 
London a few months ago, Blizzard and 3Dfx Interactive held 
a joint press conference to announce their joint efforts in pro- 
ducing native Glide support for Diablo Il. Voodoo junkies (and 
only Voodoo junkies, mind you, as this will only be Glide trick- 
ery) will see enhanced lighting effects on spells and torches, 
get a much greater sense of day and night cycles with dynam- 
ic lighting, be able to zoom in and out with sharper character 
detail and will see a general increase in frame rate. 

In Diablo I, players return to a dark world plagued by evil 
forces. After possessing the body of the hero who defeated him, 
Diablo resumes his nefarious scheme to shackle humanity into 
unholy slavery by summoning the powers of the other Prime 
Evils, Mephisto and Baal. As one of five heroes, players face a 
new series of quests to rid the 
world of Diablo and his vile 
brethren forever. 

Diablo Il is not just a simple 
expansion of the original; Blizzard 
has changed and added a great 
deal to the basic game structure. 
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While Capcom’s Resident Evil series has dominat- 
ed the PlayStation marketplace, the PC version of the 
first game didn’t really strike a chord with too many 
computer gamers, Whether it was the sloppy porting, 
requiring over 600MB of storage space to install the tull 
game, or the dated look of the 3D sprites over 2D pre- 
rendered backgrounds, RE simply didn’t capture the 
hearts and minds of PC horror freaks as it did on Sony's 
grey box. For the sequel, Capcom's making promises to 
take more care, The company is venturing out into the 
world of PC games on their own for the first time since 
getting burned with the FMV turd Fox Hunt three years 
ago, handling all the marketing and sales for the game 
internally, instead of passing it off to another publisher. 
Capcom's PC development group is also in the process 
of enhancing the game for PC, including specific 
Voodoo and Voodoo 2 implementation. 

It's a year after the events of Resident Evil. The 
town of Racoon City has begun to relax after the mys- 
terious events in the hills above were stopped by the 
STARS team. Just as life was returning to a semblance of 
normality, up pops a small civic problem: an airborne 
virus which turns ordinary citizens into flesh-munch- 
ing, ill-tempered zombies. Only 
Claire, a college student looking 
for her brother, and Leon, a rook- 
ie cop, remain un-zombified (or 
so they think at first). Together, 
they begin making their way 











There are now five all-new character classes — Amazon, 
Necromancer, Paladin, Sorceress and Barbarian — with 
unique attributes and abilities. This time, there are four differ- 
ent, fully populated towns complete with wilderness areas, 
multiple dungeons, caverns and crypts for players to explore. 
The expanded world of Diablo Il is filled with all-new quests, 
Weapons, spells, armor, monsters and non-player characters. 
Of course, there’s full Multiplayer support, including Internet 
play over Battle.net, which made the first game into such a 
phenomenon. Dungeon crawlers are going to have to be 
patient, however, as Blizzard is taking their sweet time with this 
baby. Cross your fingers and hope they make their currently 
projected second quarter release. 
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through the city, fighting hordes of 
the living dead and ferocious 
mutated monsters at every turn, as 
they try to get outta Dodge. 

As their journeys take them from the inside of the 
police headquarters to the final confrontation in a 
secret underground railway, players will have to take 
on all sorts of evil buggers. Luck is on the side of the two 
plucky protagonsists, however. A virtual arsenal of 
weaponry lies sprinkled about the city, giving them a 
bit of backing in the firepower department. Zombies 
are suddenly a little less fearsome when you've got 
access to pistols, shotguns, assault rifles and mini-can- 
nons. There's a full complement of items and equip- 
ment to accompany the weapons, including health 
sprays, ammo, keys, maps and other single-use articles. 
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“Out of nowhere 
comes a game that 
threatens to surpass 
both Quake II and 
Unreal for multiplayer 
supremacy.” 

— Next Generation 
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Here 1am, driving north along the Coast in my rental, a '98 
Corolla. That new car smell mingles with the sickeningly iresh 
scent of salt ait, This is my first time in Malibu. | immediately 
understand the place; all the cliches are true. This is the land of 
incongruity —floods, fires, deadly surf, mudslides, and hortitying 
architecture reminiscent of a Blake Edwards film on tainted acid, 
coexisting right next to opulence, fame, power, and enough 
silicone to fill Candlestick Park. | can't make up my mind whether 
or not like this place. 

Zachary Norman, director of 1'82, owns one of the hundreds 
of uberhomes which cling tenuously to the edge of the North 
America continental shelf. {find his address and park on the inland 
side of the Pacific Coast Highway, lest my car fall victim to the 
inevitable ravages of the voracious Pacific during the interview, 

Zachary answers the door wearing a silk robe with tigers on 
itand abathing suit. “Just back from a swim," he says as he dries his 
hair. Zack, as he insists | call him, leads me to the main balcony 
which hangs over the bleached sand. The view irom this spot is... 
Well, I've made up my mind —1 like this place. 

We siton lounge chairs. Well, | sit. Zack reclines.He turns to 





face me and says, "Chris, glad you could 
make it down to the ‘Bu. You need sun 
screen?” 'Bu' as Zack calls it, is short for 
Malibu. He offers a tube of Ban De Soliel 
SPF 10, | feel like | need more SPFs, but I'll 
take what | can get. 

“What are you guys doing differently 
with the game?” | ask. “Where are you 



































trying to take the series? What's new? What's the point ofit all?" 
“Well, to tell you Chris, we are building the franchise by 
broadening the user base. | feel that at the core, Interstate '76 was 
anaction game. Yeah, it had simulation elements —butat the end 
of the day it's really an action game. We're going to swing the 
design farther towards an action model and sink our teeth deeper 
into the action gamer market. To this end we cut the fat and are b- 
lining for a $%@*in’ hot, $%@"in’ fast auto tragiest, which players 
will be proud to put on the shelf next to Quake Il. | call I'82, A 
DIFFERENT KIND OF SHOOTER! ". 
I'm intrigued. A seagull calls into the stiff breeze. Zack 
reaches for a martini glass with a ridiculously long stem. He sips, 
| pause, wondering about what I'm going to do about Zack's 





so 





es 


unrestrained use of profanity. I'll probably just bleep it out or something. 
I continue, "What can we expect in terms of level design? Will the new 
engine let you create more detailed environments, or are you still going 
for that flat look to keep frame rates high?” 

Zack looks a litt!e puzzled, Hardware acceleration divorces the 
two", he says, ‘The game is hardware native and rocks like the Beastie 
Boys, regardless of the type of environment. We are going to toss up the 
level designs a lot. We have a new LDM handler for the engine which allows us 
to create "Quake style” levels. So we got deep underground combat in 
abandoned mines, complex military installations like AREA 49, and we even got 
a four square kilometer Las Vegas complete with Robert Urich! These levels look 
rad, man, rad." 

He sips again, eats an olive, and smiles. "Tell us a bit about the new 
characters and the storyline of the game," I say. 

He takes a deep breath, “It's 1982 anda ton of s@2” has gone down since 
1976. Groove, now a solo auto-vigilante, is in trouble. He stumbles on these 
Creepers who were running a ton of do-re-mi into Mexico. After infiltrating the 
ranks of the bad guys, he finds that every villain’s car he searches is more full of 
bills than a Duck Souffle. Groove finds evidence that the US government is 














somehow involved in this whole thing, as are the Contras. Having lost a leg 
from the knee down in a harvester combine accident in the Dakotas back in 
'80, he is a wee bit over the hill and decides to not try and bust up this 
Contra/cash circus ‘cuz of the caliber of creeper scum he would 

have to wax. He decides to slip away into the cover of the vast 
Nevada desert wastes, But, once you're in you can never get 
out. The creepers track him down and nab him, but not before 
he gets out a call to his sister, Skye. “ 

“Skye, mohawked biker hottie and youngest of the 
Champion siblings, decides to adopt the auto-vigilante identity 
of her dead sister, Jade, becoming the new ‘Vixen,’ She enlists 
the aid of Taurus, Groove's one time partner, an African 
American, Jherri-curled auto warrior with a bitchin' linen 
wardrobe. Taurus is the bad-ass hero this time — you play him. 
So you (as Taurus) and Skye kick the creepers’ asses and save 
Groove who reveals the evil plot (which | will keep a secret, 
thankyouverymuch) and you all go kick ass up, down sideways 
and through the middle, from behind the wheel of whatever car 
you feel like jacking." 

He did the whole thing in one breath. I'm impressed. | 
think he memorized it. If he memorized it he could have given 
the same exact answer to another journalist. | suddenly feel 
dirty. Used, He has seen the look | have on my face before. | 
think he's enjoying it. 


| regroup, "Which character from the series do you most personally 
identify with?" 

Zack knows the answer to this one, "Skeeter, the idiot mechanic. That's 
me — dips@#* with a torque-wrench, grease under my nails, and a booger 
hanging out of my nose. Just kidding. | don't own a torque wrench, | do it by 
feel." 

| saw his hot rod parked out front. A '32 Ford. Quite a monster. | look 
down at his hands. Well, what do you know? Telltale grease under the nails, 








not the sign of casual maintenance. 

"Will you be able to Moonwalk, Breakdance, or do the Molly Rinawald 
When you're out of your car?" | riposte. He fails to dignity my question with a 

response. | don't blame him. 

After a moment he comes back to me, "No Chris, but you 
CAN sneak up ona car and jack some fool for his ride while you 
plug him in the back of the cranium with your Luger. AND you 
can jump into a stationary bunker and unload on enemy cars at 
close range with flamethowers. AND you can leap onto a 
chopper with ape-hanger handlebars and haul ass to safety as 
tracers whiz by. AND you can commander helicopters and then 
unload their payload on pedestrians and cars alike. Shall | go on? 

“No, that's fine," | say, "Are you tired of video game 
journalists thinking they're hip and injecting the word ‘funk’ into 
every sentence when describing the Interstate games? Do you 
think most video game journalists would know funk if it 
smoothed up and bit them on the ass?" 

He says, "Put it this way, | think most video game journalists 
have at least one funk CD in their collection — the cover art's got 
a seventies muscle car with guns on it. Some may have more. | 
don’t know. But they love the I'76 stuff." Indeed. 

"What steps are being taken to cut down on online 
cheating", | say. 

“Iwas lying about the Robert Urich thing." 

*.» What?" 

"| was lying about the Robert Urich thing,” Zack blurts. 
"Cheating? People cheat? Kidding. We do have plans to stop 
cheating. We plan to perform a checksum on the project file and 
any discrepancy will result in a deletion of the root drive's file 
allocation table. Kidding, No really — we plan to dump cheaters 

into the official "My Little Pony" home page if an illegal vehicle 
is used. I'm kidding. Okay, okay — we're going to include a 
printed insert in the box which says, "Please don't hack, the only 
one you are hurting is yourself.” 

"What are you most excited about with !'822 What are you 
proudest of in the new game?" 

"| have always wanted to make a game that satisfies me creatively and 
has a pure action bent. | think you'll like what we came up with this time." 

"We?" 

"The team. To answer your question, I'm proudest of the 1'82 team. All 
of them are real pros. Stars." 

"Oh, cool. If you could go hog wild and get ten actual ‘80's tunes forthe 
game, what would be your top picks?” 

"Uncontrollable Urge, Psycho Killer, Ziggy Stardust (the Bauhaus 
version), Sex Dwarf, Girls On Film, | Love A Man in Uniform, Metro, Freedom 
of Choice, Der Kommisar (in German), Mirror in the Bathroom... is that ten? 

\'m distracted by 'Vanessa' who is actively engaging in some kind of 
bizarre form of alien yoga out on the sand. | knit my brow. After a moment of 
introspection | ask, "Whatis it that just makes people want to mount machine- 
guns to their cars and take everyone out? Driving combat games have been 
around forever, yet they're always popular. Do you think it’s the Mad Max 
influence, or is it simple Road Rage?* 

Zack pauses for a not-uncomfortably long period of time, during which 
take in the So-Cal sun, the now stiffening afternoon breeze, the present smell 
of gin and olives and sound of gently crashing surf. 

Zack looks at me, for the first time lowering his glasses. He says, “I wish 
| could say that my life is free from hate. | hate, but not because of race, not 
because of color, not because of nationality, ideology, or class. | hate people 
who drive real fast to cut me off and then drive slowly. Those *&$4=%0"(*! 
should get a tailpipe full, if you know what I'm saying, Chris. I'd go with the 
Road Rage theory." 

That's as good a place as any to end this interview. | left the place and 
headed south to the airport. 





(Note: Most of the above is totally bogus — well except for the stuff about the game. |. 
Zack, wrote the everything but the questions — Chris wrote thase. I don't havea p. 
Malibu, Hive ina nice two bedroom place with hardwood floors in Venice. Ido h 
drive a '32 Ford hot rod and generally do have grease under my nails from 8 
wrenches. I hope you dig Interstate ‘82 ‘cuz it will be a fun, great looking action game. 
Forgive me —| have always had this fantasy of being rich and aloo.) 
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Humans area vicious, evil breed. We no sooner develop 
a technology than we figure out a way to use it to blow up, 
smash, mug or assault other humans. And we like it that way, 
otherwise, how can you explain the popularity of car combat 

s? The more sick andt , the better. Carmageddon is 
ostensibly a racer, but it devolves from a “cross the finish line” 
to “run over everything in sight” game really quickly, with 
points awarded not only for smooshing people, but how 
creatively you smoosh them (running over a pedestrian while 
performing a reverse powerslide equals lots o' points). While 
the first Carmageddon contained action and violence that was 
just plain wrong, Carmageddon 2: Carpocalypse is going to try 
to bury the needle on the old sick-’n-bwisted-ometer. 

Carmageddon 2 maintains the “smash and trash formula 
of fun, freedom and pedestrian splattering action” while 
adding new technical features, like greatly improved graphics 
(with native Glide support promised out of the box this time), 
weather effects, translucent and blended textures, higher poly 
counts, video textures, 3D rendered cockpits, MIP-mapping 
and a completely new interface. 

Within the various racing environments, there are more 
smashable objects, secret areas, traps and people to run over. 
Tracks include a junkyard, airport, Indy race track, ski village, 
quarry, stunt track, aircraft carrier, desert and city ruins. With 
the new engine, Carmageddon 2 will allow you to not only ram 
people, but their body parts will detach and fly off in a most 
amusing fashion. Watch as helpless bankers, clowns, gangsters 
and “Cara Loft” flee screaming in terror, plead for their life or 
try to catch their breath after running. Then plow into them. 


Foxe Be SS ee 


WUKLUS 


The other car opponents have been beefed up with 


greater Al, which affects their aggression level and racing skills. 
There are 40 new cars to choose from, complete with different 
strengths, weaknesses and weapons. Wi the improved 


hardware support comes more “realism” for the cars 
themselves, so bumpers will now fall off, cars will crumple 
with impact and windshields will smash out. SCI is incl 

over 90 different poweruns within the various levels, which 
will allow cars to drop mines, spray oil, belch flame, cover an 
opponent in gas, or simply smash them with a giant s iked 
ball. Make sure to fasten your seatbelt and avoid all traffic rules 
when Carmageddon 2: Carpocalypse Now ships in December. 
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It’s nice that there are lots of games shipping later these 
s, ‘cause it gives us video game types something else to 
about besides the OpenGL versus Direct3D debate that 
briefly swung into view last year, It’s hard to imagine a more 
horing conflict for non-programmers (which basically filtered 
down to “My API can beat up your API’), but hey, we need to 
fill space in all these magazines somehow, right? The upshot it 
that Microsoft is looking into using OpenGL elements in fu 
products, while all the 3D manufacturers have made their own 
OpenGL drivers. The upshot of this? Now the three games (not 
counting Quake-based titles) that use OpenGL for 3D can now 
Tun on any 3Dfx card. Here’s one reason to be happy that this 
has taken place: Infinite Worlds. 

VB Designs’ Infinite Worlds has been getting a good 
amount of buzz on the net amongst the 3D crowd, thanks in 
no small part to cool on-line sites like Voodoo Extreme. 
Originally entitled ‘Mordor I,” the game has recently been 
picked up by the sticky fingers of Interplay and incorporated 
into their RPG division. 

Infinite Worlds is a large-scale fantasy RPG with 
hundreds of monsters, items and magic spells. With a diverse 
choice of races and guilds, players are able to create as many 
characters as they like and group them together for exploration. 
During exploration, players will come across quests, dungeons 

and monsters of all shapes and sizes. Infinite Worlds is striving 
fora great deal of realism within their fantasy universe. Players 


can interact with each other, cast spells, resurrect the dead, 
exchange items and weapons and group together to party 
through dungeons.Yeah, yeah, that should all go without 
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Worlds is an on-line RPG? 

Infinite Worlds obviously doesn’t 
have the resources, scale or man-power of 989 Studios’ 
EverQuest, but looks to be an interesting title in its own right. 
VB Designs is comparing Infinite Worlds to old-school RPGs 
such as Wizardry or Bard's Tale, while maintaining that their 
game is going to be completely unique. It has that funky, 
clunky feel of early RPGs, yet still has that unmistakable draw 
that lures in the late-night dungeon dwellers. 

Infinite Worlds is currently in Open Beta on the net. 
Check out their web site at www.vbdesigns.comv/infiniteworlds 
for tons of information, as well as a free six-level preview of 
the game. Warning! This download is a mutha-whompin 
47Mbs, so be prepared to let your PC run for a few hours. After 
you geta taste, you'll probably be more than eager to get your 
hands on the game when it ships this Winter. 
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One of the top arcade games of 1998 was 
the 3Dix-equipped NFL Blitz. This arcade game 
was everywhere, from sports bars to your stan- 
dard video arcade. Now that Blitz has made the 


plays to be imported into the 
arcade environment. This sort 
of home/arcade tie-in is bound 
to draw people who don't normally visit arcades 





approach to the BS Combat Sim and is 
giving their development team enough 
time to produce a quality title 


For awhile, it seemed that Babylon 5 was poised on the 
verge of greatness. As the first good sci-fi space series ina long 
time (anyone who doubts this claim will be forced to watch reruns 
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of ‘V's, the show was sometimes beating the Star Trek shows it was 
usually up against. After a rocky initial start — the first season was 
not good by any stretch of the imagination — Babylon 5 started 
on a slow transformation into a bitchin’ rip-snorting adventure 
series with enough continuous plot and character development 
to give it enough depth to keep people coming back for more. 
The legacy continues, whether you ever watched the show 
or not, Sierra FX picked up the rights to produce several Babylon 
5-themed products, but the one that interests Voodoo-equipped 
fanboys the most is their B5 Combat Sim. Sierra's taking the smart 








While not being too forthcoming about the product in 
development, Sierra has revealed that the game will contain both 
first person ship-to-ship combat as well as a more strategic 
element. The game will be mission-based within a large, open 
universe, which the team describes as an “evoloving universe." 
Players will be free to make their own choices and chart their own 
courses through space, but must face the consequences of the 
actions and decisions made. The non-linear story complements 
the show, with new details being added, as well as recreations of 
events that have happened in the show's past. 

The team is using the original 3D computer models from the 
show as templates for the game geometry. There are plans to 
incorporate as much of B5's props and themes as possible, 
including locations, personnel and starships. Most of the major 
characters from the show will make an appearance in the game 
in some form. All of Babylon 5's ships, from the 
small, feisty Starfuries to the large alien warships will 
be included and there will all new ships created 
specitically for the game by an artist who has 
designed ships for the show, 

Much of the game's design and play 
mechanics are still being kept tightly under wraps, 
but the developers have said that they intend to 
better the experiences of the X-Wing series. We'll 


bring you a full report when Babylon 5 flies this 
coming Spring. 
















successful transition to home computer and 
game consoles, the arcade sequel was the obvi- 
Ous next step. 

This sequel keeps everything that was cool 
in the original Blitz and adds some new features 
to make it even more appealing. Now up to 4 
players can play at the same time, allowing for 
some serious muliplayer action. Blitz 99 has 
updated the lines and rosters, including new 
players and tweaked teams. The game engine has 
also been upgraded with some new animations 
and rocking camera moves. Gameplay-wise, 
there's a new “on-fire" feature (as seen in NBA 
Jam) that kicks in after three successive QB sacks, 
which makes your players faster 
and tougher. 

The most notable addition 
might just change the course of 
arcade gaming. Players who own 
the Nintendo 64 version of NFL 
Blitz can create their own plays, 
save them on a memory card and 
take the plays to the arcade. A spe- 
cial plug-in unit on many Blitz 99 
arcade games will allow those 
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to give the quarter-chomping version a whirl. 

Other then these apparent changes, the 
game plays almost exactly like its predecessor. 
Simple 3-button and joystick controls keep the 
learning curve to a minimum. Fans of NFL Blitz 
will feel right at home when they step up to Blitz 
99. Grab your quarters and head to the arcade 
for some bone-crunching football action! 
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Got some extra cash after the holidays? Looking for some gift ideas for that special PC gamer in your life? Need a foolproof list to preienly leave aos the 
house for your parents or significant other to find? Whatever the reason, this is the time of year when we find ourselves in need of some solid suggestions as to 


practical gifts, whether for ourselves or others, 
As part of our on-going efforts to help you spend wisely, 
of the games on this list in their various incarnations, watching them gro 


we proudly present the Voodoo Year-End Buyer's Guide. We've spent more than enough time with most 
w from achingly early Alphas all the way to Final and near-Final code. As for the 


hardware, we simply looked at the tools that we use everyday to make our gaming lives easier and made our recommendations. We an and at through 
our lists of recently released and upcoming software and hardware, pared ‘em down to a few relevant categories and picked our top five from each. 


First Person Shooters 

\'m not sure who died and made first-person shooters the King of All Things 
Gaming, not to mention the ultimate 3D hardware demo soffware (I guess it was 
id Software), but there’s no denying that hallway killers are as important to the PC 
world as fighling games are to the arcades. Much like fighting games, there are 
more FPS tiles out there than you can count, wilh more arriving each day. Don't 
be suckered into buying old technology with a snazzy new box or glitzy license. 
Here's five games guaranteed to bring out anti-social behaviors. 





|, Starsiege: Tribes — Dynamic A whole new way 

to kill your neighbors. Tribes is as much a game for 
armchair generals as itis for closet axe-murderers. 
A word of warning in that Tribes is essentially an 
ondine only game, so if you're looking for a deep 
plot or engaging story, go watch Buffy the Vampire 
Slayer. See our in-depth look at Tribes starting on 
Page 22 this issue, 


2. Unreal — GT Interactive: As much as we give the 
Epic team a hard time about Unreal (is multi-player 
fixed yel2), there’s no denying the impact this game 
has had on the 3D world. Maybe not as huge as 
Quake, but we've seen a whole lot of games lately 
that have that spectral glow around their light | 
sources, not to mention detail texturing. Unreal is a 
great piece of sofware to pick up to really show off 
your Voodoo system. And you can fling razorsharp spinners at monsters’ heads 
and decapitate them, whaohoo! 





3. Half Life — Sierra: Just the thought of playing 
Half Life during your Winter Break should make 
your palms all sweaty. Where countless games 
have promised a plot to carry you through 
mountains of gibs and rivers of ooze, Half Life 
actually delivers. Excellent sound effects, beautiful 
24-bit color, smart Al and striking creature designs 
will make your pulse pound and cause you to 
occasionally jump out of your chair. 


4, Sin — Activision: Where Half Life has a more 
serious sci-fi/horror feel to it, Sin is going to the 
Opposite extreme with bright colors and an over- 
the-top comic book approach. You are John Blade, 
fop cop of the future, trying to put a stop to a 
horrible plague sweeping through your city by any 
means necessary. Wacky characters, drug- 
addicted mutants and lotsa weapons make this 
Quake 2-based game a real hoot. The demo has been one of the most played 
gomes on the internet since its release a few months ago, with a good number of 
servers thal are always populated, so you know folks will flock to the final version. 
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5. Klingon Honor Guard — Microprose: This is 
where | should write something funny in Klingon. | 
would normally, but! have a feeling that joke will 
have worn thin by now. KHG is the first Unreal 
engine game to come along, which should be 
blatantly obvious from the screen shots. KHG 
seems to run a little more smoothly than its big 
brother, but it doesn’t look quite as polished. 
Trekkies should dig this. 





Action/Adventure Games 

It may seem that 3D gaming has devolved into a series of constant Quake one- 
upmanship, but there's still a huge cadre of other games to get you going. Feel like 
flying across the universe, planning an assault on terrorists or exploring jungles in 
search of hidden treasure? You're all about action and adventure, my friend. Any 
of these are bound to satisfy that itch for excitement. 





1, Rainbow 6 — Red Storm Entertainment: There 
was some question about whether Rainbow 6 
should go in the First-Person Shooter category or 
not. After careful consideration, we decided the 
nature of the game was completely different 
Based on the latest bazillion-selling Tom Clancy 
novel, Rainbow 6 puts you in command of a multi- 
national anti-terrorist organization, from choosing 
and equipping your team to planning and executing the raid. 


2, Descent: Freespace — Interplay: Simply one of 
the best space flight games to come along in quite 
some time Descent: Freespace takes the formerly 
tunnel-based series out into the wild and wooly 
frontiers that are normally the domain of Wing 
Commander titles. Descent has just enough arcade 
elements to be really enjoyable balanced with 
enough “sim-ness” to be complex but not 
overwhelming. It's even got a great mission editor that's almost entirely drag-and- 
drop, so you can create your own mission when you're finished or download new 
ones from the internet (there’s even a hilarious South Park-themed mission with 
voices from the show floating around). 


3, Heretic 2 — Activision; How’s the gameplay in 
Heretic 2? Good enough to make it onto the cover 
of our last issue. Heretic 2's new usage of the 
Quake 2 engine goes beyond the game's third- 
person camera view; the action itself is very 
different, with a greater emphasis on closerange 
fighting and magical spells. After having fought his 
way clear of the Outworld from which he was 
banished, Corvus finds that a magical plague is destroying his people. Even 
worse, he has now contracted the disease and has to use his magic to hold it at 
bay while he searches for a cure. Corvus is much more nimble than your average 
action hero, with just a touch of Jackie Chan to his elfin nature. 






















4, Heavy Gear 2— Activision: The only thing more 
fun than an afternoon of Rockem-Sockem Robots is 
a day of playing Heavy Gear 2. After last year's 
fairto-middling response to the first title, Activision 
has cleaned up the game considerably, rewriting it 
from the ground up. Now instead of a minor-league 
MechWarrior knock-off, Heavy Gear 2 plays like a 
fast paced action game. There are all sorts of giant 


robots to choose from as you plow through missions that take you from desert 
wastes to deep space. 


5. Tomb Raider 3 — Eidos: Come on, you know 
you're going to want to play this, regardless of the 
socalled “Lara backlash” happening in the press, 
The delightful Ms. Croft returns in her third outing in 
as many years, this time tracking down four 
magical artifacts made from a strange meteorite. 
lara can now dash, crawl and climb hand over 
hand. Lara’s also got a selection of saucy new 
outfits (bomber jacket, a sports bra, a cat burglar suit and a tummy-baring baby- 
doll shirt — yummy!) to parade about in for your delight. 


Driving Games 

Instead of taking out your Road Rage on innocent commuters, tum instead to virtual 
raceways and vistas. Motorcycles, Formula One, muscle cars and precision autos 
can all be had for a minuscule fraction of their costs and put through their paces. 
Plus, smack into oncoming traffic at two hundred miles an hour and you can reset 
your game without having to worry about all that messy litigation. Avoid speeding 
tickets and go with one of these bad boys. 


1. Need For Speed 3 — Electronic Arts: Exotic 
cars, high-speed police pursuits and unforgiving 
oncoming traffic. EA continues to build on the NFS 
series, improving the graphics, adding ondine 
multiplayer support and making the game even 
more fun to play. NFS 3 is nota serious car sim, but 
plays more like a car chase out of an action movie, | 
especially when you're trying to outrun the pigs in : 

Hot Pursuit. Finishing the different play modes will open up secret bonus cars and 
EAis also putting new autos on their website for players to download. NFS 3 really 
makes your 3D card sparkle. 


2. Gran Prix Legends — Sierra; After reading Tom 
Chick's review in this issue (Page 84), I'm almost 
ashamed that | haven’t spent every waking moment 
of my life playing this game, Gran Prix Legends was 
developed by Papyrus, the same people who have 
produced the incredible NASCAR series for Sierra 
and their racing excellence is on full display here. j 
This is the game for people who like to kick the tires ~ 
and change the oil themselves. 


3. Test Drive 5 — Accolade: This year's game is a 
return to form for the once-great series. Test Drive 5 
is the latest in the long-running PC series. Based on 
Our experience with the PlayStation game, we can't J 
wait to see the final Voodoo product. This title, 
along with EA’s Need for Speed: Hot Pursuit, 
fepresents the most intense 3Dfx driving 
experience(s) to be had. Expect extremely fast 
gameplay, intense jumps, and superb car modeling. 


4. Motocross Madness — Microsoft: 
Motorcylcing enthusiasts owe it to themselves to lay 
their hands on a copy of this game. The smarter 
thing to do would be to go out and buy Microsoft's 
filtsensor Freestyle Pro controller, which acts like 

j]andlebars and comes bundled with the full version 
of Motocross Madness, Big jumps, daredevil stunts 
{the kind you normally wouldn't walk away from) 
ond desert rallies are part and parcel of this fun game. 




















5. Powerslide — GT Inferactive: This game is on 
the opposite end of the spectrum from Sierra's 
dedicated racing sim. Powerslide conjures 
memories of classic arcade racing games like San 
Francisco Rush or Sega Rally. Ratbag’s long- 
awailed offroad racer has finally been realized 
after more than two years of development, 
Powerslide will make you appreciate that force 
feedback joystick; the tactile response from the various ferrain not only affects the 
driving performance, but will give your arms a good jolting as well. The textures, 
environments and madels are all very cool looking in a postapocalyptic way. 


RPG/RTS/Strategy Games 


Acceleration is still making in-roads to the strategy and role-playing universe, which 
is why we slammed them together into one lumpy, disjointed category. These 
games will still appeal to the twenty-sided die carrying set, but you're going to 
have to figure out if you're buying games for MacArthur or Merlin. Aw, what the 
heck, these games are all so good it doesn’t matter if you're o tank commander or 
a hobbit, you'll love ‘em anyway. 








1. Final Fantasy Vil — Eidos: Squaresoft has 
established themselves as the preeminent console 
RPG company, creating some of the most 
memorable adventures in 16- and 32-bit history. }* 
FFVII, arguably their greatest work to date, gels a 
new lease on life with 3D acceleration, giving the } 
battles an even greater impact, especially spells 
and summoning effects. FFVII is a long, involving 
game that's sure to keep players occupied for days. 


2. Grim — LvoasAris:A blend ofboth | 
RPG and adventure, Grim slips through the cracks 
of our category system, but belongs in the hands of 
people who love solving puzzles while taking an 
active part in an engrossing, hilarious story. See 
the review on Page 70 for the full story. 








3. Incubation: Time is Running Out— Blue Byte: 
Incubation has an Alienstype story — colonists 
settle on a distant world and find that the native 
wildlife is not thrilled with their new neighbors — 
tun through a turn-based tactical combat blender. | 
Blue Byte’s 3D engine lets you view the action from 
any angle, which is a real bonus when frying to 
plan complicated assaults. Incubation was 
released a year ago, butis still one of the best games within this category (and its 
price has come down considerably, check Blue Byte’s web site). 


4. Myth 2: Soulblighter — Bungie: More realtime 
combat from the company that brought us the first 
accelerated RTS, the original Myth. Players take 
command of King Alric’s armies as they march 
against the evil menace of the Soulblighter and his 
forces of darkness. Myth 2 improves upon the 
original's graphics and gameplay with the kind of 
fouches and tweaks that come from a solid year of - 
play and feedback from both the design team and the gaming community at large. 
Better unit Artificial Intelligence cuts down on the amount of friendly fire kills and 
improves pathfinding and combat. 


5. Urban Assault — Microsoft: This real-time 
strategy/action hybrid follows in the footsteps of 
games like Batlezone and Uprising, while adding 
deeper strategy elements. You can bounce around 
from unit to unit in the field, or sit back and control 
the action from an overhead vantage point. There's 
still plenty of combat; in fact you have to take ; 
control of your units from time fo time, as your 

vehicles gain shield strength and firepower (not to mention intelligence) from 
having you aboard. 
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ight Sims 
Flight sims are a puzzling breed. Notorious as some of the most vocal and 
critical gamers on the internet, these people can tell you which way the lug ne are 
lightened on a P-51D engine housing or how much shear a damaged jet fighter’s 
wing can take before ripping off. Chances are that these same people have never 
flown anything more exciting than a United Airlines flight to Granma s {and almost 
wet themselves when the plane took off). Get in touch with your inner Lindbergh 


wilh any of hese games. 


1. Combat Flight Sim — Microsoft: Easily one of 
the most playable flight sims in recent memory, 
Microsoft delivers on accurate fight game that's 
enjoyable to boot. Take to the skies as either the 
Axis or Allies and fly across miles and miles of 
satellite photographed landscape. Microsoft has 
included support for their force feedback joystick, 
which adds an amazing level of reality to the game 
{each aircroft feels different with the stick) and their 3D terrain looks amazing, This 
game was designed specifically for all those people who always wanted guns 
mounted to their little planes in he regular MS Flight Sim. 


2. E15 — Electronic Aris: Within the defense 
industry and the world of warfare, Jane's Guides 
are known to be the ultimate in technical precision 
and research. The same holds true with Origin’s 
line of Jane's Combat flight sims. F-15 benefitted 
from the guidance of Andy Hollis, Origin VP and 
long-time producer, who has created some of the 
best jet sims of the past. F-15 is the type of game 
that sends hardcore simheads into paroxysms of delight, but is not for the casual 
flyer. Realistic flight models, with data taken from government flight simulators, are 
enough to challenge even the most confident of aviators. 
3. Fighter Squadron: Screamin’ Demons Over 
— Activision: This is the latest brainchild 
of Eric “Hellcats” Parker, the creator of classic flight . 
sims like A-10 and Hellcats Over the Pacific. Fighter [ 
Squadron has been in production fora mightylong | ~~, 
time, but Parsoft’s slavish attention to detail has 
paid off. Pilot ten realistic aircraft, including the 
American P-51D, the English Spitfire and the 
German Me 262. Players direct fleets of planes, with the ability to “hotswitch” 
from one aircraft to the next. Sirafe and bomb to your heart’s content! 


4, Red Baron 3D — Sierra: \t's the Great Jerry, 
Charlie Brown! Snoopy’s longtime nemesis has a 
new leash on life with this 3D accelerated upgrade 
(courtesy of our favorite API, Glide) to Sierra’s 
fayorite WW1 air combat title. Fly the unfriendly | 
skies over France circa 1918, when aerial combat 
was a trickier beast. Zip your Sopwith Camel into 
the sun to blind your enemies, then let ‘em have it 
with your machineguns. With 22 flyable planes and loads of user configurability 
{customize your plane's paint job), the Kaiser's paratroops never looked so good, 


5, Longbow 2 — Electronic Aris: Even though 
longbow 2 is geting a bit long in the tooth | 
{originally released a year ago), it’s still the best 
helicopter sim in town. You know with a Janes 
product that you're getting the next best thing to 
tecHife (without having to join the Army, of course) 
and Longbow is no exception. Learn to pilot the 
incredible AH64 attack helicopter — not as easy 
95 fie pros make it ook — and do some damage to the countryside. 


Sports 

Remember the days of the old hand-held sports games, where the players were 
red LEDs that chased each other up and down the field and made horrible Noises? 
Those days are long gone, friend. 3D accelerated athletes are more real than the 
actual players they represent (and are a lot less likely to be arrested for drunk 
driving or indecent exposure). Plus you'll never have a video game go on strike 
and cancel a season. 

















1. NFL Blite — Midway: "The only sports game ey 
you need to own!”, proclaims our online guru | 
Dave Whittle. While hardcore sports fans may not | 
necessarily agree with this, we'd be hard pressed 
to find a grid-iron game that appeals toa wider 
audience. With the prestige of both the NFLTeoms aan 
and Players license added to he ace bone. $= 

inq gameplay ever seen in a football game. ; 
sahara and throw him at the ground. Deliver a totally illegal mid-air 
hit to a receiver before they even get close to the ball. Stiffarm an oncoming 
linebacker in the face. Blitz is arcade mania at its most satisfying. 








2. NHL 99 — Electronic Aris: NHL 99 is so good, 


it's enough to make a Canadian out ofanyone. EA | = 
continues to push the boundaries of 3D { % RS 
acceleration with this frontline series. This season's \ Ad 
' 
i 3 
{ 


game caplures the essence of the sport, wrapping 
itin a package worthy of a professional network 
broadcast. Players have never looked so real | 
before; they've even gone the distonce of adding 

the digitized face of every player onto their virtual heads. 


3. Microsoft Baseball 3D — Microsoft: Of the 
pack of accelerated baseball games that emerged 
this year, Microsoft's knuckleball managed to slide 
past the rest. While their gameplay is a little stilted 
and hard to get used to, it pays off once you lock 
into the groove. Baseball 3D supports a number of 
resolutions, going all the way up to 1024X768 for | 
Sl-configured Voodoo 2 owners. Play a whole 
season, try out the World Series from your perspective, or take a whack at 
McGuire's record in the Home Run Derby. 





4. FIFA 99 — lecironic Aris: Gooooooalllllll EA's 
FIFA 99 is a good way for us loser Americans to === 
learn alittle about the world’s most popular sport. | 
Although most people would rather watch the Paint 
Drying Network than a televised soccer game 
(even the Simpsons made fun of soccer mania a | 

few seasons ago}, sitting down and playing the | ‘ <a 
game is another story. Excellent usage of Glide 
brings the pitch to life and soccer suddenly becomes much more entertaining. 





5. GameDay 99 — 989 Studios: 989 Studios’ psp psssrrnereess 
NFL GameDay 99, although lacking a few Se } 
Voodoo-ish bells and whistles, is the best playing —<4 
football game on the market. Like all other action- 





oriented games, it has some latency problems in “ & “a 
internet play, but the one player game offers the | ae —— 
Play, player g — 


user the best of both worlds; simulation and arcade = 
action. Although GameDay 99 has some  ———— 
competition in EA's Madden 99, its gameplay makes it our game of choice. 


30 Cards 

“Dear Voodoo, I’m a poor, broke gamer with a Pentium 2 450, 900MB of RAM, 
A36X DYD-Rom drive and a 25” monitor. What's the cheapest 3DIx card to buy, 
‘cause I'm really careful with my money.” Yeah, right. We know the truth, Picking 
the right 3D&x card can be confusing, especially considering the numbers of them 
out there and the dramatic range of prices. If you're looking to trade up from your 
firstgeneration Voodoo card, add a second Voodoo 2 for SLI smoothness or 
considering dropping in a Banshee, don’t make a move without this list. 


T. Quantum 3D Raven: Probably the best 

buy for Banshee boards, due in part to_| 
Quantum’s excellent drivers, but mostly 
because of the software bundle. 
Purchasing the Raven gets you the full retail 
versions of NFL Blitz, Gex: Enter the Gecko 
and San Francisco Rush: The Rock. 2D/3D 
altin-one and hot sofware; what a 
bargain! 








2, Guillemot MaxiGamer 3D2: This French 
company’s board isn’t winning any awards for 
massive redesign or special driver achievements, 
since it’s essentially a 3Dfx reference board with 
yanilla drivers (which can sometimes be a good 
thing, mind you). They simply get special notice 
because they're so dang cheap. | hesitate to apply a price because it keeps 
dropping. Check out their web page for the most up-to-date information on pricing. 


3. Metabyte Wicked 3D with Voodoo 2: Metabyte, on 
the other hand, has done all sorts of crazy things with 
both their drivers and board design. The company has 
created their own unique Transformation and Lighting 
code to complement that which lurks deep within the 
bowels of Direct 3D. They claim that their drivers, if properly implemented, can 
give Direct 3D games a serious boost in frame rate. Their Re2Flex software lets 
you pick your own screen resolutions so those with funky monitors (like our Sony 
W9000 wide screen) can display games properly. Intriguingly, Metabyte also 
offers a bundle deal: the Wicked 3D with H3D’s stereoscopic glasses, so your 
accelerated games will actually become 3D. If you can get past the initial feelings 
of "Oh God, | can't believe I'm wearing these things,” the H3D glasses provide a 
whole new perspective on your games. 
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4. Canopus Pure 3D Il: The Voodoo 2 version of 
the Pure 3D isn’t quite as technically amazing as 
the original Voodoo Graphics, but it is a decent 
board at a good price. We liked the Pure 3D II for 
it's inclusion of cooling fans mounted over the 
frame buffer chip on the card. While most tests 
with the card showed that heat built up faster on 
the texture memory units, it's still nice to know that you've got an extra fan inside 
your box stirring air around (heat is the enemy). If you want to run your PC out fo 
a TV [it's a lot of fun to play 3D accelerated games on a big screen), you can run 
an S-Video cable out of the Pure 3D II for standard NTSC signal. The Pure 3D Il is 
bundled with the Quake 2 mission pack, The Reckoning, as well as robust, original 
drivers and a litle software utility that lets you change your Gamma settings. 





5. Quantum Obsidian 2 X-24; There are 
more and more cards fighting for space 
within your system. Sound cards, MIDI 
daughter boards, internal modems, SCSI 
cards, 2D accelerators... There's only so 
many PCI slots on a motherboard. Hard core 
gamers want the ultimate 3D performance — 
they want two Voodoo 2's running in SLI. With all those slots packed, some people 
just don't have room. Enter Quantum 3D's mutha, the Obsidian 2 X-24. This single 
board, although expensive, is a 24MB Voodoo 2 card, essentially SLI on one 
board. It's big, it’s heavy and it's long, butit runs like a cheetah on amphetamines. 
IFsaving PCI slots is a big concern, the X-24 is the only solution. 





Hardware 

And then there’s everything else. Sure, you can play games without a sound card 
or only use the keyboard, but you might as well stick to Solitaire with that set up. 
Every gamer needs a good set of fools in order to make the most out of their 
software, be it joystick, sound card or speakers. Being a 3D junkie usually means 
you're looking for something a little extra special in the peripheral department. 
Here's our list of the Must Have Hardware for your system. 


1, Sound Blaster Livel — Creative Labs — $199: 
Yeah, you're all about 3D graphics, but what about 
3D sound? If you're going to take the time to hook 
your TY through your stereo, you're going to expect 
surround sound, right? Then there's absolutely no 
reason why you shouldn't desire the same quality 
of sonic information from your games. The PC!” : 
Sound Blaster Livel is the best 3D audio card we've seen to date. Creative Lab’s 
new Environmental Audio Extensions (EAX) bring your games to life. Amongst the 
groovy sofware that comes with this card is a special version of Unreal designed 
to fake advantage of the Livel’s 3D audio effects; hooking it up toanice speaker 
system brings a new edge to the game. The live! also has multiple inpuls for all 
sorts of MIDI configurations, turning your PC info a minérecording studio. 3D sound 
is going to be a big part of future games; get on board now. 





2} PCWorkss FourPoiniSurround Speakers — idge SoundWorks ~- $99: 
And if you're going to get into 3D audio, you're sa 

going to need fo rethink your current speaker 4 5 
system. Those two teeny speakers sitting on 
either side of the monitor just ain't gonna cut it. 
Cambridge SoundWork’s FourPointSurround is } . * ; 
a five piece set that perfectly complements the PORE SE rere 
Sound Blaster livel The powered subwoofers 5 

drives four small (2.75") but powerful cubes for both front and rear effects. The 
package also includes Wwo 2’ stands for rear speaker positioning, as well as velcro 
sticky pads for fastening on to the side of your monitor, | only wish this system had 
separate volume controls for the rears (they seem a bit too quiet), but this is a must 
if you're looking at upgrading to 3D sound, 


3. IntelliMouse Pro — Microsoft — $69: Quake changed the 

way the world played games. Suddenly, the humble mouse 

became one of the most important items in your arsenal, 

eclipsing the joystick in no time flat because of the pointing 

device's inherent 3D nature. To kick ass at first person shooters, 

you must have a righteous mouse, end of discussion. Microsoft's 

IntelliMouse Pro is solidly constructed, with a big, comfortable 

design and smooth thumb rest, but the best feature on this 

beauty is the wheel. Itcan act as a normal middle button, but can also scroll up 
and down through Windows, which is a great feature if you spend a lot of time 
scanning web pages, lengthy email messages or long Word documents. 
Developers are recognizing the potential of the wheel and are incorporating 
support in their games. In Half Life, you can use the wheel to quickly switch 
weapons, while Diablo 2 and Homeworld use it to zoom the camera in and out. 
This is a great gaming gift that doubles (or perhaps masquerades) as a practical 
one. 





4. SideWinder Force Feedback Wheel — 
Microsofi— $199: Nothing beats the feeling of having 
to fight the wheel in a fight turn on Need For Speed 3. 
Microsoft's new wheel let's you feel every bump in the 
road thanks to its support of Direct X force feedback. It i 
vibrates, jerks, turns and bucks, so make sure you've 
got this baby screwed down tight to the table top 
(believe us, you don’t want this monster in your lap}. 








5. Panther XL— Mad Catz — $79: This strangelooking contraption is 
actually a combination of a trackball and a flight stick, with more buttons 
and thumb hats than you could ever possibly remember to use. The 
Panther was designed to give firs+person shooter players a new edge. 
The trackball is used to simulate the movements of your head, while 
the stick moves you back and forth and side to side. 
There are default configurations already created 
for many popular games, but the Panther is 
easily configurable for any new titles that 
come out. There’s a bit of a learning curve to 
get over when using this device, but it 
becomes second-nature in a surprisingly short 
amount of time. 


6. KL-W9000 50” Monitor — Sony — $8,900: 
For the person with an unlimited budget, may we recommend the ultimate $9000 
monitor. This is sure to make you look at PC games in a whole new way. 
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GEVELOPER PROF: 


George Lucas has 

proven himself to be 

the master of. 
adventure and hts_ 

very own software \ > 
company is following ~ 
his lead. 


‘A. swe drove in to Skywalker Ranch in Northern California, | was asked a funny 

£-% question by Heather Twist, PR manager with LucasArts. "Are you a big Star Wars 
fan?" 

“Ubh, lemme think," | replied. “Let's see, I'ma guy in my late twenties who writes 
about video games fora living. Yeah, | guess that would pretty much qualify me as a Star 
Wars fan." - 

To tell the truth, I'm a gushing Star Wars junkie, not to mention being a huge 
Indiana Jones fanboy, But then again, | tun across very few people who aren't fans of 
both movies ithe last person | met who told me that he had never seen Star Wars was 
Spawn creator Todd McFarland, which is proof positive of his ultimate weirdness). When 
Heather called to invite me to spend a day talking with some of the creative people at 
LucasArts about their upcoming games, she virtually cinched the deal by casually 
mentioning that lunch would be served over at chez Skywalker. A sneak peek at 
LucasAris' Winter and early Spring titlesand a chance to visit the Valley that George 
Built?! was on my way, pad and camera in hand, Boba Fett underoos snugged on tightly. 


3D TECHNOLOGY, MASSIVELY MULTIPLAYER WORLDS AND THE PREQUELS 


Steve Dauterman has the enviable position of riding herd on the creative minds 
housed within LucasArts. As Director of Development forthe company, Steve is the man 
Wwho gives the ultimate go/no go on any and all projects, be it PC or console. He also 
Oversees the various programming, art and sound elements involved in the game 
production process, including resource allocation, project scheduling, budgeting and 
quality control. Quite a task for the long-term Lucas man, who started with the company 
in 91 asa financial analyst. 

J ask Steve to outline his views on the company's goals, "First and foremost, we 
fancy ourselves asa game company. Weset out four years ago to get our teams focused 
around our movie licenses. We want to use the various film properties to explore different 
genres of games, as well as to develop great content independently, like Monkey Island 

or Grim Fandango.” 

“The idea is to provide the best content with great stories. To do 
that, you don’t always need to have the best technology, but it sure 
helps. Last year, we decided to go real strong into 3D. We used Jedi 
Knight and Shadows of the Empire to dip our toes into some new and 
different technology as a way to get our artists and programmers to == 
stat thinking about all the new things happening with 3D 

acceleration. We knew the technology was going to catch up with our 
visions for games really quickly, so it was the right time for us to start 
working with the tools and the hardware." 

"For us, the first two accelerated titles gave us the experience we 
needed testing our software with all the different hardware, as well as 
giving our programmers the time to learn, We wanted to make sure 
that our game ran on as many of the 3D cards as possible, but there 
were some, well... striking performance differences between the first 
generation of 3D cards,’ 


‘Force Commander (the real-time strategy game set in the Star Director of Development 


Wars universe} was going to be our first big 3D-only title, but that game 

has been delayed a bit and has now been shifted into next year. The new Indiana Jones 
game Was started with the decision to do 3D-only titles, since we felt that the technology 
has now caught up to where we needed to be to make a great game. The decision to 40 
harchware-onlv has freed up a lotoftime for us, When you're working on both a hardware 
and a soitware version of a game, it's almost as if you're developing two separate 
products. Now, we feel that we can focus all our resources on the hardware side. In 
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software, you can do some neat things, but the ability to offload a lot of the Braphics 
processing time allows us to make greater games." — 

"The past year, we-used 3D acceleration for the graphics effects. Now, we're 
studying how to use the technology to make better games. This isn'ta revolutionary idea, 
| think everyone has the same general idea, but we're trying to get there. Our teams are 
learning more and more tricks as they spend time with the hardware, figuring out how 
to push more polys and to make realistic environments.” 

"Each new technology needs its killer game. Not a killer application, but a game 
that's so different and revolutionary that it forces people to go out and upgrade to that 
new technology. People are being pushed to upgrade by entertainment. | don't needa 
400 MHz Pentium 2 to tun Excel or browse the web. At the same time, you can't forget 
to support last year's system. From my standpoint, it's hard to contain the guys who are 
working on the games. When you get a really powerful piece of hardware in the hands 
of a developer, they make sure that their game looks and feels good on their system, but 
that's not what the general market is using." 

“We are also looking at the next generation of advanced games, though. Soon, 
we'll be able to create better environments and experiences. | think the real trendisto 
get away from trying to create these huge, empty worlds and to focus on making much 
smaller, more detailed environments. Let's model the room we're in, right down to the 
smallest detail, that's what the future will bring us." 

"One of the other new technologies we're looking into is the idea of massive 
multiplayer worlds. It's an idea that we're still exploring, so we're keeping watch on 


Ultima Online and EverQuest to see what they're doing. We've really just been waiting {5 


for the internet capabilities to catch up to where we'd need to be. Who'd have thought 


a few years ago that we'd have graphic intensive web sites with streaming audio and | 


video? The online world is an obvious thing to do with our properties; it's not like we've 
had our head in the sand. When we stepped into the flight sim market with the original 
X-Wing, itmade sense at the time because the technology could finally support the story. 
We're probably two to three years away from having a persistent on-line 

Star Wars universe." 


“The games industry is becoming more and more like the movie 


business. We're dealing with having our products on store shelves {01 
shorter and shorter periods. Like the movies, you need that really big 
opening weekend to establish a product, or you're out of there fast 
So, we gear up for big release dates, starting up ad campaigns and 
getting the message out there via the internet. LucasArts does sofew 
games because we want each one to be a big event, not just another 
product lost amongst five hundred other titles." 


“We're very fortunate to have Star Wars and Indiana Jones. 1he : 


license isn't necessarily a guarantee, but it sure helps. Every majo! 
software company today is built on a history of established franchises, 
Whether it's EA Sports or Lara Croft. Our licenses allow us to branct 


out, fo open up and try something new or different, like Grim | 


:STEVE DAUGHTERMAN, Fandango. We don't have any of the clichéd post-apocalyptic-world. 
mutants-roaming-the-desert style games. There are enough company> | 


doing that. We're not one of them." 

“There are also a few things down the line that we began working on a few yea 
ago that people should start to see soon. We've been very fortunate, especially when 
comes to the Prequels, We've known about the new movies for years now and we have 
avery solid relationship with the Ranch (Lucas Films). LucasArts has spent fifteen yeals 


Working up to this. The new movies are going to create a huge amount of material for’ 


to draw from." 
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% BRING OUT YOUR DEAD! 


Grim Fandango —is “obviously an 
important game to LucasArts, considering the 
number of times Steve referenced it within the 
space of Our conversation. It does-not-rely 

} upon an established set of characters and 
backgrounds, but instead-toams freely into 
new (and weird) territory. 

Grim is the brainchild of Tim Schaefer, 

who was:the project leader on the:critically 
acclaimed high-speed adventure, Full Throttle, 
and co-project.leader for the adventure game, 

Day of the Tentacle the sequel*to Maniac 

Mansion. Tim joined LucasArts in September, 
1989 and worked as an assistant designer and 
programmer on the award-winning games, The 
Secret of Monkey Island:and Monkey Island'll: 
& LeChuck's Revenge. Unfortunately, the day | 
geese’ Tim and the rest of the Grim team 

were Tard at work, as the game was so clase to 
gotng-gold that you could sense the anticipation in the 


air around the: office. Tom Byron, LucasArts 
product markettWgmanager, stepped in to fill 
his shoes and give Me a tour of the bizarre 


world. 

"Grim Fandango takes a lot of it's look 
from the Day of the Dead festival folklore and 
art. This is perfect for us, because we should be 
shipping the game right around Halloween 
and the Day of the Dead festival is November 

1. While the Mexican festival 

has inspired most of the feel ofthe 

game, we've also got a strong 

film noire influence, the 

sort of Hitchcock, 

North By 

Northwest 

look, with 

- dramatic 

‘ contrasts in 

lighting _ and 

shadows. In my opinion, Grim is bar none 

the most beautiful game we've ever 
produced." 

"The story is one of intrigue; a man 
caught up in a huge conspiracy that he 
doesn't understand, or even recognize at 
first. His journey is one of personal 


redemption as 
Well as discovery. 
Grim is-a complex 
7 game. There are over 
100 different locations, 
while the_game spans four 
years.lttook me quite along time just 
to getthrough Year one and !'ve been 
playing this gamea lot.” 
The voice acting is dead on. 
Manny speaks“with a Hispanic 
accent, while his boss brings back 
fond memories of Mr. Spacely yelling at George Jetson and the secretary in the hall has a 
nasal New/YaWwk twang that's as grating as itis perfectly placed. Dialog between characters 
follows the classic LucasArts SCUMM (Script Creation Utility for Maniac Mansion) setup; 
as Manny interacts with other characters, multiple dialog choices pop up for the player to 
select fromin order to wring out more information. For the soundtrack, Grim uses iMUSE 
to generate music that changes from room to room and situation to situation. [MUSE stands 
for Interactive Music and Sound Effects, which is a proprietary sound system that allowsa 
game's music and sound effects to respond : 
smoothly and spontaneously to unpredictable 
player choices. It gives the score of the game the 5 
same importance as it has in a film —‘creating 
pace, setting mood, building suspense and paying 
off in dramatic moments. 

Yes, Grim--Fandango does use 3D 
acceleration. Sort of. Like this past summer's hit 
PG translation of Final Fantasy Vil, Grim is 

composed of D3D accelerated polygonal 
characters moving through a 2D, 16-bit color pre- 
rendered world. You can play Grim without acceleration (itseems to have been added fairly 
late in the development cycle), but what's the point? Acceleration boosts the frame rate of 
the game) letting you explore the environments with a bit more speed, and also for some 
blending effects (Manny's checkered suit becomes less blocky when filtered, for example). 

"Tim likes to couch things in terms of ‘Aha!’ points within a game. An Aha! is that 
pointin an adventure game at which a major puzzle has been successfully completed. It's 
the point where the player, after spending many hours trying to figure out a particular 
puzzle, suddenly makes a move that works and says “Aha! So that's what I've been needing 
todo!” 

“An example of an Aha! point in Grim Fandango: Early in Year One, Manny has to 
procure pigeon eggs for Salvador Limones! subversive Lost Souls’ Alliance. Manny places 
the balloon (which he got from the Clown) down in the saucer. He then crumbles the bread 
(which he got near the Clown) on top of the balloon. The pigeons come to eat the bread 
and pop goes the balloon, frightening the pigeons and allowing Manny to grab the ezgs. 
That's an Aha! point, because as a result of solving this particular puzzle, theplayeris able 
to significantly push the story along. Full Throttle had 30-35 Aha! moments, while Grit 
should have roughly double that amount.” eg 

Don't expect Grim to play like Full Throttle, however. The interface has been 
completely changed. Grim is a "mouseless’ interface, Unlike ET's crazy use? icor 
control Manny with the keyboard, instead of clicking wildly around! the scree 
find a hotspot. To help clue in the players, Manny's head will tum an track Op ap 
on the screen that is usable. “Tim is very much anti-interlace. He doesn’t want anything s 
come between the players and the game experience.” : 22 

For a deeper look at Grim Fandango, check out our sex few of the game on Poge “0 
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"WITH A FEW DAYS! STUBBLE AND THE HAT, EVEN DAVID SPADE 
COULD BE INDIANA JONES" 


From the second the loading screen popped up, | 
immediately felt good about the new Indiana Jones 
game. Instead of a normal, bering "Now 
Loading" message, Indy's load progress is 
charted by the course of that famous red 
line flying across a map. An excellent 
useage of one of those indelible 
images from the movie series that 
clued in the audience that this was 
no normal plane/boat/mine cart 
tide, you knew that this line was 
going to end up smack dab in the 
middle of adventure in some exotic 
locale. Since the 3D adventure genre 
has come into its own in the past two 
years, Lucas fans 
E have been dreaming 

of the day when they 
would finally be able to don 
the hat, grab the whip and do a fittle archaeology of their own, It 
looks like that day is coming closer. 

Indiana Jones and the Infernal Machine will be LucasArts 
first major 3D-required game, as well as the first game 
appearance of the action hero in more than six years (not 
counting Indiana Jones and His Desktop Adventures). The new 
lndy team isbeing lead by the same man who helped Indy on his 
last quest (Indiana Jones and the Fate of Atlantis, which came out 

in'93), Hal Barnwood, designer/project 
» leader Hal's background is split 
between game design and movie 
production, where he's written films 
like Sugarland Express and 
Dragonslayer, Wayne Cline, a 
production manager at LucasArts, 
runs me through one of the latest 
builds of the new Indy game. 
“This time, it's Indy versus the 
} Russians, instead of the Nazis," 
explains Wayne. 
“At the beginning 
of the game, we find Indiana Jones on a dig somewhere in the desert. 
Indly's burnt out on all the adventuring and wants to concentrate on 
archaeology. Even in the movies, you saw this side of Indy. the initial 
reluctance to get caught up in the craziness, followed by the 
inevitable acceptance. This time, his adventures are triggered by the 
appearance of Sophia Hapgood, a character trom the last game. 
Sophia pops up at the dig and asks Indy to help her. At first, Indy says 
- that he's not 
interested, until 
| Sophia shows him a piece of ancient 
machinery that dates from 300 BC. 
Indy is fascinated by the age of the 
machine and that it stithworks - he 
can look inside and see gears turning 
and parts moving. So he hops the 
next plane to the site where the piece 
was found and the adventure 
} begins.* ; 
The Russians are attempting to 
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unearth the remains of the ancient Tower of Babel. In the bible, the Tower of Babel was 
built by men to reach Heaven, but was destroyed by God. In actuality, we come to find 
in the game that Tower of Babel was 
real, that instead of reaching Heaven, 

it was a sort of dimensional gate. On 

the other side of this gate is an evil god, 

called Marduk, who wants to be freed 

to cause all sorts of nastiness on our 

fair plane of existence. ; 

Wayne shows off some of the 
early levels the team is working on. He 
runs into a darkened catacomb to 
show off one of Indiana's most useful 
tools. "Indy carries a Zippo lighter with ; 
him, that can be used at any time. The lighter never runs out of fuel, so it can be used 
anywhere without worry, and it can be used to light torches or sconces in some areas," 

. Along with the lighter, Indy carries a number of other useful items, including a 
pistol, machete and, naturally, the whip. Since the game is'set ina 
third-person camera view, the team has had to overcome a 
number of difficulties, including combat. When Indy draws one 
of his weapons, the camera will draw up and back, allowing the 
player a clearer view of his targets. Most fighting will be kept at 
a distance as well; they're trying to keep away from the run-up- 
and-shoot Al design prevalent in so many games. 

Indy auto-aims at his enemies, like most of the third-person 
titles. ‘We're aware that auto-aiming has become something of 
the norm with these types of games," says Wayne, "but that's 
because it's hard to aim at characters directly in front of you 
when you have to look around your own body. We're putting a 

priority system into the way we handle auto-aim, however, so it'l 
make more sense, Indy will target the 
Closest enemy, instead of one that 
happens to be in the same line-of- 
sight." 

“The whip will be Indy’s most 
prominent tool, which goes without |¥ 
saying, Players will be able to whip | ¥ 
enemies, grab weapons from their 
hands, swing across gaps and 
chasms, flip switches placed out of 
reach and retrieve items." Wayne } 
demonstrates the “Qy 
swing» maneuver, 
flipping the whip up and around a protruding peg, then swinging 
across. As Wayne begins to swing across, the familiar theme must 
kicks in, just as it does in action sequences in the movies. 

‘The game has 17 levels, with three action-type areas, where 
players will drive a jeep, canoe on a river and ride a mine catt- To 
| make our levels feel more alive, We're including all sorts of ambient 
sounds and life that doesn't really do anything, but fleshes out the 
feel of the 

environment. There 
will be monkeys in the trees, birds 
flying overhead and all sorts of 
natural sounds throughout the 
levels." 

Indiana Jones and the Infernal 
Machines runs on an amped up 
version of the Jedi Knight engine. 
‘The basic engine has gone through 
so many permutations, that really 
only the basics remain. We've 



























































ch anged it so much that we now call it the ‘Marcus Engine,' after Marcus Broady. We 


| changed the camera system to be much more elastic, since Indy really needs fluidity of 


movement to get across that sense of adventure. We had to get his feet attached firmly 
tothe ground, which we've found connects the player more strongly to the game, We're 
qlso using the engine for In-game Cut scenes and other dramatic camera effects." 

"There's a real emphasis on puzzles in the game, but we don't want the player to 
ever become so stumped that he doesn't know what to do or where togo next. This really 
stems from Banvood's design philosophy. He feels that people should be able to 
concentrate on just playing the game, while being gently nudged in the right direction 
py the level designers. One way to help players is our coo! hint feature, which is a color- 
coded map that will show you where you are and where you need to be to complete the 
next objective. It's a nice system because it doesn't give anything away, but helps players 
who may get confused or lost. We've included a point system in the game, called the 
indy Quotient, that costs players every time they use the hint mode, There will be 1000 
possible points in the game; each time you use the map, it deducts a few. This way, we 
allow the casual player who may not care about having all the points get through the 
game, while the hard core gamers will get something special for the more points they 
have.” 

While Indy looks good; it's obviously not Harrison Ford's mug digitally grafted onto 
the adventurer's head, nor is it his confident tone providing the voice-overs. When 
questioned about this, Wayne shrugged. "We have a really weird charter from Licensing. 
We're supposed to make the character look like Indiana Jones, but not necessarily look 
like Harrison Ford. We're allowed to use any image that was taken for thefilms, but we're 
not allowed to take or create new-ones, and Harrison Ford is definitely not doing voice 
work for any game. So we're striving for the look of the everyman while using the 
character's symbols - the hat, the whip, the jacket. After all, with a few days stubble and 
the hat, almost anyone could be Indiana Jones, even David Spade." 

| make an incredulous noise and fix Wayne with a hard stare. “Well, maybe not 
David Spade, but you know what | mean," he amends weakly. Indeed. 










X-WING ALLIANCE 


For the first time in the company history, a Star Wars flight sim 
is being developed outside the halls of the Death Star that is 
LucasArts. Sort of. Beyond Games is handling the developmentofthe {iif 
title, but a quick peek at the roster of people working in the studio 
reveals that there is more than a little Lucas influence here. The 
founder of the company is none other than Larry Holland, the 
producer of X-Wing, TIE Fighter and X-Wing Versus TIE Fighter (XvT). 
Larry has been designing and developing games for the past fifteen 
years and he's just recently decided to take his knowledge and history and parlay it into 
running his own small developmentstudio. 

When asked what the overriding design philosophy is behind this latest space sim, 
Holland responds, "It's the final episode in the trilogy of our single player oriented Star 
Wars space combat simulations. This may be our last chance to create a space combat 
sim in the classic Star Wars universe (Episodes IV -VI) and we wanted to bring our game 
technology up to today's standards, We're focusing on creating the strong and exciting 
single player gameplay experience everyone expects from our products, as well as 
Creating new multiplayer options thatwill give fans of X-Wing vs. TIE Fighter more of 
What they are looking for." 

It's been described as "Return of the Jedi meets the "Godfather." After all, no one 
‘larts in the Rebellion; it's not something you're bor into. Rebel Alliance is the story 
ofhow one man becomes involved with the fight against the Empire and the way 

has to balance business with saving the universe. The main character comes 
from a family that runs a 3 
shipping business that slowly % 
becomes drawn into the Battle 
of Endor. 

"Ace Azzameen is the 
main character's name. ‘Ace’ is 5 _| 
a nickname his brothers gave ly 
him for playing flight simulators for too 
many hours,” explains Larry. “The 

Azzameen family is originally from 
Corellia, whichis also the home world 

























of the famous and heavily-modife 

Corellian transport, the Millenni 
Falcon. The family business is 
trading/smugeling, named the Twin Sun 
Transport Services (TSTS}, 

There are really two stories being 

told in Alliance, One is the rebel miss 
while the second. is that of the family 
business. This game is a return to classic 
form; much more single-player oriented 
=e and story-driven than XvT. The gameplay 
will be similar to the last game, with a great deal of improvements in the areas that users 
Were most vocal about. LucasArts got hammered with a lot of "feedback" from the 
gaming over the game's lack of a story or mission for single players. 

‘We found that users really wanted XvT to be story based, that most people were 
looking for the single-player experience. Gamers want to be in Star Wars, period. To that 
end, we have more flyable ships than any game I've ever seen before. We've increased 
the number of ships that appear in a 
single region, plus there are now four 
separate regions of space to patrol. For 
the first time, you can fly the 
Millennium Falcon and other ships in 
that class, We haven't decided how 
many ships will be used in the single- 
player, but there will bemore than 30 in 
the multiplayer mode. You'll be able to 
fly any fighter craft or freighter in the 
game." 

"The obvious thing to mention is 
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@ thateveryone on the development teamhasa.D3D compatible card, 
wy sothe game is really designed from the ground up to'take advantage 
of 3D:hardware acceleration," adds Larry. "The easiest way to spot the 
“change in the Alliance-engine is the support for resolutions.above 
640x480 with 3D hardware. Our graphies engine and particle system 
can now take advantage of the increasing processor speeds and more 

powerful 3D cards to allow us to have higher polygon count models 

and improved textures allowing for much greater detail. Themew. 
game will still support software rendering but it will look its best with 
the latest 3D cards." : : 

‘One of the most fundamental differences in the game is that you now have 
separate regions of space, where things happen simultaneously. You could be in the 
Dagobah system flying a business mission when you're instructed to head to Bespin to 
fly a Rebel mission. After the Rebel mission has been completed, you'll then have to fly 
back to Dagobah to complete your earlier assignment. Alliance is going to bea lot more 
complex than the earlier games. You'll get messages from your wingmen, receive orders 

from your commander, or hear radio chatter that will change the mission around vou. 
> Each area will have multiple objectives to keep pilots busy." 

"In our previous games, it often required several individual missions to create 
a compelling story line. However, with multiple regions we can now create a more 
connected feeling in one seamless mission, which improves the game's tempo. The 

multiple regions do create a lot of interesting timing and balancing issues: 
» specifically, time cannot stand still in any one region and every decision you 
make (like going back to a 
cruiser to change ships or 
iget new weapons) will 
definitely need to be 

counterbalanced by the 
tenemy ships _ receiving 
} supplies, repairs, additional 
backup, etc. We have added these and 
other new options to help increase the 
immersive experience, players can 
always make their own decisions as to 
the level of difficulty for the gameplay 
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average player to get into a 
serious flight simulation, but 
ore simheads will 


options." 


i in usi hese 
ether or not they are interested in using any of thes ptions.” 
and whether or not they t iB ‘A family mission could 


lask Larry to describe some possible mission scenaric mu 
aunch from your family's trading base's hanger, dock with a cargo a 
yn, deposit the container at another station, protect f ss : eo 
€ to the pirates’ base in order to reco. game, we really wa us 
I I do some blasting and to 


even har 


container, hyperspace to a new re 
that station from a raid by pirates, hyp pais Eee 0 | ) 
i ing the Imperial forces who've just arrived at the : é i . 
stolen container, while avoiding the Imperial forces who've just arrived a d OE eee ceck Wierd : . y 
to pick up some sectet cargo. Do a flyby to ins ect the rk nere Seta rte ! | 
sad home to the ; , esofbeing games are space-D } 
3 -ontact the Rebel Alliance about what you spotted in hopes ¢ yi 
one Tok ‘aes ek EL tgs right down on the ground. 
admitted to the Academy. g 


bp} mission nt Loc S 1 ron i ser's "We've expanded e 
€ ht an Alliance Calamari crurser $ 
'A Rebel missio might look like S$. FAUNC R 
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‘ . ; Fj tae and weapons ao it 
hanger, assemble your flight group, hyper to another region to try to intercept an Impe rial ae of ls oe . 3 aril we » 
canny antured Rebel spies. Upon reaching the area, you find out it's a trap with available fo the pls P é 3% 
‘ine Id a hat a Star Destroyer is blocking your path. To hyper home, you must increased the amount of enemy ion of th has been beefed i gf ? 
SIDS Le anu aks at Os hen hyper to another region to meet up craft within each level. The air-to-air portion of the game has been beefed up with mo % RS - 
Bee Cee ine te utlhaolbees dlosd Kea aes While there, they TIE Fighters, TIE Interceptors shuttles and bombers. Ground combat has been Brea er £ 

i s 2e aw weapons. While there, the E Fighters, Ors, § s ! 
with a resupply ship to repair any damage and load up new weapo | ie Feround and firing at. YOU tumets Sa 7 
tell you of  peareaaole field that has a lot of Imperial activity and you're instructedto expanded as well, we ei ees ONES Bay Tels, ATATS, \ 
a) a ee ete ; 4 sn hyune ES ven water-based s 3. 

check it out, navigate the asteroid field, dock, recover anything of value and then hyper —_ AT-STs, even water-based ski oe 2 


One of the new ships we've added is the V-Wing. It's a prototype ship, kindy | 
similar to an airspeeder. The V-Wing has been referenced a few times in some of the Sty 
Wars technical manuals and other documentation, but it's never really been seen 


toa fourth location to bring any information/technology directly to the leader of the 


Alliance.* 
he multiplayer missions will come in two flavors — several predesigned missions 


“ilLbe shipped with tict and will resemble the melee missions from X-Wing vs. befor ees i ae ¥ . x ” 
a aera eee s for adding customizability in the game, We Players select thelr Aa Uae pet cue are then = 
_ will now have something We call ‘skirmish mode." A user can create a mission and define given an option to select from ‘site : availa . 1p lake ae ony 
these variables: how many ships: what types of ships, and how many waves of crafts; the can go back and replay it in orcet LT Si ; c } : ete a ie Well] a 
dmaments and countermeasures loaded on each ship; flight groups; how many regions award players for their efforts by unlocking previously unavailable ships an y Biving | Ping, 





them technology upgrades for their weapons if they discover and complete sids| 


will be used; environmenti.e. mine field, death star tunnel or empty space; and goals ades fo 
objectives within the missions. 


for Winning or losing of the mission. 


ROGUE SQUADRON 


From hardcore Star Wars flight sim, we now meet with 
Brett Toasty, producer of Rogue Squadron, the more arcade-like 
game. While Rebel Alliance strives to put you into the 
ckpit Of an actual Rebel or Empire vehicle, Rogue Squadron 
ocused on letting you swoop around at high speeds and blow 
Ip. Brett was the producer of Shadows of the Empire, 
Art's first 3D accelerated game, and has taken the best 
yet shortest) part of Shadows and created an entire game 
around it. 
People really liked the beginning of Shadows, where you 
flew around in a Snowspeeder. They 
liked the speed, wrapping the tow 
cable around an AT-AT's legs and that 
feeling of being in the middle of this 
huge battle. We started the concept of 
Rogue with a simple question: what 
would have happened if we had gone 


‘This is a totally new engine. The only similarity between Jiu f f \ 3 | (0) 
and Shadows is within the team and in that Rogue is alsoa oi fy witH a MIND ro eplBA 
game - there's no way we could have gotten the game to 
like this in software. This is really a second-gen game for us. 
fects when you shoot the ground, as well as 
dynamic lighting effects which light up the terrain, The music also | P. oye 
changes dynamically with the flow-of the game, with different ' ‘Que (0) BED: 
pieces Cutting in as you fly into new areas. The tempo picks upas - GF 
you take damage, but then mellows off as you take out the 
enemies.” : 
“We're trying to A, UR 
provide a lot of variety within Rogue. ] ee | WA 
There area lot of ships to fly, including pia Fe : NO 
X-Wings, Wings, A-Wings, ‘ 
airspeeders and the like, There are also a .: = fal 


lotof different landscapes to fly through 
and over, such as cities, deserts, water, “8 w 4 
snow, even a Cloud City like Bespin. v2 


vente, 


over the next hill in Shadows? What sort 
of game would it have turned into if the 
players hadn't been tumed around by 
the invisible barrier?’ 
The answer to those questi 
be Rogue Squadron, In Rogue, players are able to 
h in the space of time between A New 
trikes Back. Luke is spending his time 
pals Biggs and Wedge in Rogue 
apters to the game, witha loose story WR 
issions, but doesn’t get in the way of the Ay 
fs grab their flight stick and put it tothe 
explosive results, 
We wanted lots of battles, lots of action, This game is 
pitely more arcade than sim, but tha “It's hard for the 
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Within each of these environments, c 
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We're trying to include a lot of details nid \) i 
for the players to find. Forinstance, on is 
Tatooine, you can find a Saarlac pit, a 


dragon skeleton, dewback patrols, jabba's palace and see lots of troops running a 


We're trying to provide lots of eye-candy for those who 
explore. These worlds, while not infinite, are six times larger iil! 
the Shadows area, so there's much more to see." y 
'Ireally want people to be able to get into this game U! 
away. You should be able to plug it in and play it without searc™” 
through pages and pages of manuals trying to figure out how 08 
the flaps up and retract your landing gear - that defeats the pup 
ofthe game. We're going to give you clear objectives, start yer 
the air, and let you go at it.” 


Say hellovto trot « SideWinder™ Precision Pro and Game Pad. Your one-way, ticket 
to'better play. Unbeatably/accurate and reliable, you'll command the game in a way 
youlve.only.dreamed about. Of course, buttons can be fully customized. And with 

their ergonomic design, you'll find the buttons exactly where you want them. At 

your fingertips and under your thumb: The perfect place to kick some serious butt. 
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written oy Marty Kranz 
Director of the Vooduo Porting Group for 30fx Interactive. 


You can follow along with this article by downloading the 
demos from www.3DIx.com. 

From the very beginning, 3DIx has understood that it's all about 
the games. Without the best software, the best hardware is useless. To 
date, 3Dfx has the most exclusively optimized and largest library of 
content because we've been extremely dedicated in supporting and 
educating the game development community. 3Dfx works every day 
to ensure that you'll have the very best games to play on your Voodoo 
technology. 

One of the more dedicated groups to this cause is the Voodoo 
Parting Group (VPG).VPG is the department within 3Dfx tasked with 
helping game developers build great games that best utilize our 
hardware. The VPG team has many responsibilities, the more 
interesting include answering developer questions, building new 
tools, and illustrating advanced 3D techniques with demos that we 
provide to over 1,000 registered developers. 


When we first introduced Voodoo Graphics, there wasn't 
software content ready and waiting when this new hardware standard 
emerged. Itwas VPG that created the first 3Dfx demo, "Valley of Ra." 
Voodoo diehards will recall the original Egyptian fight demo that 
showed what could really be done with the hardware. Ever since, 
3Dix has used internally created demos to illustrate the capabilities 
of the hardware. 


For each new feature implemented in hardware, we use demos 
created by VPG to illustrate that feature to the development 
community. If a picture is worth a thousand words, then a demo is 
priceless, For the rest of this article I'd like to introduce some of the 
recent demos we've shown to the development community and the 
Voodoo hardware effects that those demos illustrate. All the demos 
mentioned below are developed in-house by the VPG, and can be 
found on the 3Dix web site. 


UGHTMAP 
Most avid game players have seen the phrase “lightmap" used in 


conjunction with Quake from id software. Quake was the tirst game 
to illustrate the advantages of lightmaps over other vertex-based 
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lighting systems and opened the game developers eyes to their use, 
When it was introduced, Voodoo 2 was the first hardware accelerator 
to show the advantage of lightmaps with multitexturing. When using 
Voodoo 2, the advantage of lightmaps becomes even greater. 


What's a lightmap you ask? Technically speaking, it's a low- 
resolution texture map that has its texel colors assigned either in real- 
time, or precalculated by a programmer's lighting equation. 
Lightmaps are rectangular and usually applied ona non-rectangular 
base surface that uses normal texture mapping. A lightmap is typically 
4 to 8 times less dense than the base texture maps. 

FIGURE A FIGURE B 


:Picture of a 3D cube 
with bilinear filtering 
disabled. The color 
blocks of the lightmap 
are clearly visible. 


:Picture of a 3D cube 
with bilinear filtering 
enabled- 


Hey wait! — If lightmaps are such low resolution texture maps, 
why do they look so good ? The lighting should appear blocky, like a 
standard texture map at low resolution! That would be the case if it 
weren't fora little technology called bilinear filtering. As you can see 
in fig a and fig b, the difference between bilinear filtering, on and off, 
is gigantic. With bilinear filtering, the programmers can "cheat" and 
get away with sending a very small amount of data to light an entire 
surface. The impact on game performance is minimal, and the visual 
impact is high. This is an ideal solution for games. 


Lightmaps differ from Vertex lighting in that only the light values 
are assigned. As the name implies, Vertex lighting only allows 
illumination values to be assigned at each vertex. A lightmap is a low 
resolution texturemap, so the illumination values can be assigned 
anywhere the lightmap texels exist. For example, say you have a 
virtual flashlight shining on the center of a square. Each corner isa 
vertex, so the square is comprised of two triangles and four vertices. 
Since the light isn't shining on any vertex, each vertex is assigned a 
color of black, meaning that the flashlight isn't visible on the surface 
even though the flashlight is very definitely shining on it. Shining the 
same virtual flashlight on a 4 texel x 4 texel lightmap surface, the four 
center texels are set to white and the 12 outer texels are set to black, 
creating a black square with a round white spot in the center. This 
simple example underscores the key advantage lightmaps hold over 
vertex based lighting. 


_ To better illustrate these advantages to the game developers, 
3Dix wrote a simple demo we call Lightmap. Lightmap allows you to 
enable/disable bilinear filtering and watch a number of lights 
illuminate the six surfaces of a 3D cube as it rotates in the center of 
the screen. By changing the bilinear filtering, you can closely examine 
its importance in this technique, as well as view the underlying 
lightmap surface, 


SURF 


___ Anumber of games for 1999 are being designed to use some 
form of higher order surface description. Simply put, if you want 
smooth curved walls (like Quake Ill Arena) or landscape in a game, 


you start looking into surface descriptions that are based on something 
other than triangles. The Surf demo illustrates one such approach to 
the problem, and was created to promote non-triangular surface 
descriptions in the developer community. 


FIGURE C 


ma 


sPicture of the Surf demo- 


A 3D surface can be described in many ways. Common 
techniques are triangles , b-splines, bezier , and Non Uniform 
Rational B-Splines (NURBS). Anyone who has played a game is 
familiar with the triangle approach, but games of the future will use 
more advanced techniques. NURBS and b-splines are very similar, 
but NURBS are generally considered too expensive in CPU cycles for 
today's computers to perform in real-time. Surt illustrates the use of b- 
splines and Bezier surface types, butfor the sake of simplicity we will 
limit our discussion to b-splines. 


FIGURE D FIGURE E 
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:Picture of a low polygon :Picture of a high 
version of Surf in polygon version of Surf 
wireframe. in wireframe. 


B-splines allow us to represent a large curved surface using lots 


of small patches that each mathematically describe a small part of the 
entire surface. By subdividing each patch at display time into a 
different number of triangles, depending on distance from the camera 
and other criteria, we can easily control the number of triangles in a 
scene, This gives the programmers a great deal of flexibility in 
determining where and when to use their polygon budget. Objects 
close up can have more polygons than objects in the distance. The 
more triangles an object receives, the more defined its shape 
becomes. This is all decided at display time rather than art creation 
time, as its been done traditionally. fi 


In the Surf demo shown in fig c, we demonstrate the technique — 


of real-time dynamic level of detail using b-spline surfaces. We 
provide the controls needed to lock the subdivision rate very low as 
in fig d or very high as in fig e. We also provide a mode that 


automatically selects the appropriate subdivision rate based on the 


} 


distance from the camera. It's this dynamic nature that really gets the 
programmers excited. Say for example you're running an AMD K8 
with aVoodoo 4 capable of 100 million triangles and your friend is 
running an AMD Ké with a Voodoo 1, Your Surf display would have 
100x more triangles than your friend's, because Surfallows you to dial 
in the number of subdivisions to use. 

Ifb-splines are so flexible, why aren't they used in all games? In 
aword— speed. All those extra calculations to determine the number 
of triangles per patch add up to an expensive technique. Only recently 
have CPU's become fast enough to use such advanced techniques in 
real-time 3D games. 


PREDATOR 6 MIRROR 


The Voodoo Banshee represents the first Unified Memory 
Architecture (UMA) from 3Dfx. Along with UMA comes the ability to 
texture from a renderable surface. The use of this technique will have 
a dramatic impact on the special effects the programmers are able to 
create in future games. c 


First, some background on rendering in games. When a game 
renders to.a frame buffer, it usually uses three buffers — two for color 
and one for depth. The color buffers hold the color information for 
each pixel, and the depth buffer holds the depth information for each 
pixel. One color buffer is what's currently being viewed on the- 
monitor, and this is what programmers call the front buffer. One color 
buffer is being used for rendering, and this is what programmers call 
the back buffer. The depth buffer is used in conjunction with the back 
buffer when rendering and is never seen by the user, butit is none the 
less an integral part to the rendering process. Once a frame has been 
completely rendered to the back buffer, the contents of the back buffer 
and front buffer are swapped to display the new frame. We call this 


technique “double buffering,” since it relies on two color buffersto 


create a continuous stream of new frames free from tearing. 
A typical render loop looks like this : 


1) Calculate the 3D scene to be displayed from the perspective 
of the camera. 

2) Render the view from the perspective of the camera into the 
back buffer. 2 

3) Swap the back buffer with the front buffer to display the 
frame » 

4) Update the camera position based on user input 

5) Repeat from Step 1) 


When a game is running on a Voodoo Banshee, it can allocate 
any number of color and depth buffers, up to the limit of the Banshee's 
memory size. The color buffers don't even need to be the size of the 
screen on Banshee — they can be nearly any size, large or small. The 
Banshee also supports buffers that can be both a color-buffer and a 
texture map at the'same time. This is a big change from Voodoo 2, 

~ where you havea fixed number of color buffers that must be the same 
» size as the display screen and can't be used as texture maps. 


As texturing from a renderable surface implies, we render to a 
back buffer, but instead of displaying that buffer to the screen, we use 
this buffer as a texture map to create a more Sophisticated display. We 


only need one color buffer since we are going totreat the color buffer _— 


asa texture once we're done rendering to it. Both predator and mirror 
use this simple technique to achieve two different special effects. 


___ Themirror program demonstrates the rendering of a mirror using, 
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the texturing froma renderable surface technique. To create the effect, 
we create the usual buffers needed to do double buffering (two color 
buffers and one depth buffer) and also create a mirror buffer by 
creating a mini color buffer. The mirror buffer correspond to the size 
of a large texture map on Banshee (in other words 256 pixels x 256 
pixels), which enables us to use the mirror buffer as a texture map. 
Once we have these buffers, we're ready to render our scene by doing 
the following operations: 


1) Calculate the 3D scene to be displayed from the 
perspective of the mirror. ; 

2) Render the view from the perspective of the 
mirror into the mirror buffer. 

3) Calculate the 3D scene to be displayed from the 
perspective of the camera. 

4) Render the view without the mirror object from 
the perspective of the camera into the back 
buffer. 

5) Render the mirror object using the mirror buffer 
for its texture map into the back buffer. 

6) Swap the back buffer with the front buffer to 
display the frame. 

7) Update the Camera 
position based on user 
input 

8) Repeat from Step 1) 


As you can see, we rendered 
the scene twice. Once from the 
perspective of the mirror and once 
again from the perspective of the 
camera. When Wwe render the mirror 
object in Step 5), we use the mirror 
buffer as our texture map and render 
the mirror just like any other 3D 
object. If we were to look into our 
Virtual mirror in our 3D scene, we 
would see a reflection of ourself, 
with a view of the 3D scene behind 
us. Fig f shows a screen grab from 
our virtual mirror program. 


:Picture of Annubis in predator mode. Notice the 
For those of you familiar with distortion along the outline of Annubis. 


the 1987 movie ‘Predator," starring 

Arnold Schwarzenegger, you're in for a real treat. That 
multi-million dollar Hollywood special effect for the 
Predator can now be done in real-time on your Voodoo 
Banshee, 


The special effects used in the Predator movie are 
amazingly simple, The Predator has only shape. If you 
look through the Predator's body, you'll see a distorted 
view of what's on the other side of it, much like looking 


through a clear glass of water. ji a ‘Picture of Annubis in 
¢ glass of water. In the movie, the Predator es ree 


blends into the scenery by simply standing still. Without 
movement, the Predator is invisible, except for the distortion. 


The Predator program demonstrates this special effect on your 
PC screen using the Voodoo Banshee's ability to texture from a 
renderable surface. The Predator is really just a small variation on the 
Mirror discussed above. Instead of rendering the view from the 
perspective of the mirror, we render the view from the perspective of 
the camera twice and perform some special effect calculations. The 
rendering loop for the Predator effect looks as follows : 
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1) Calculate the 3D scene to be displayed from the perspective 
of the camera. 
2) Render the view without the predator from the perspective 
of the camera into the predator buffer. 
3) Render the view without the predator from the perspective 
of the camera into the back buffer. 
4) Calculate the Predator texture Coordinates by scaling the 
Predator triangles position on screen. 
5) Render the Predator object using the predator buffer for its 
texture map into the back buffer. , 
6) Swap the back buffer with the front buffer to 
EIDUREE display the frame. 
7) Update the Camera position based on user 
input. 
8) Repeat from Step 1) 


ou can see, we've changed some things around, 
but it's still similar to the mirror, In step 2) we render the 
scene without the predator into our predator buffer 
(previously called the mirror butfer), that can be used as a 


:Picture of the Mirror with texture map. We then render the scene into our back 
Annubis looking into it- 


buffer without the predator object. Now 
FIGURE G the fun part - the special effect in Step 
4) and 5). 


To create the special effect for the 
Predator, we need to calculate the 
texture coordinates for each triangle in 
the Predator object. How do we 
calculate these texture coordinates? We 
take the triangle's position on the screen 
and scale it down to be the texture 
coordinate in the predator buffer. 
Because we are using the triangle's 
position on screen to determine its 
texture coordinates in the predator 
buffer, we are creating a texture mapped 
object that’s invisible. The texture map 
and the screen are exactly the same 
view, and our predator triangles are 
mapped to the same texture coordinates 
as their position on the screen, so our 
Predator object is drawn but not seen. 


FIGURE H 


While this is interesting, we still haven't achieved the 
desired effect. We want an invisible Predator that has some 
distortion, like our glass of water does. We need to add 
some distortion to our calculations, and we do this by 
adding ina small offset to the texture coordinates on every 
other triangle. In fig g you can see the results of our efforts 
if you look very close. It's a little easier if you look at the 
scene in wire frame, as in fig h. 


Demos such as Lightmap, Surf, and Predator only 
hint at the direction games are going to take by 
highlighting new opportunities possible by using intense hardware 
acceleration. Techniques that seem futuristic today will become ever 
more common place in pursuit of a truly immersive 3D environment. 
These demos attest to advanced rendering techniques possible with 
3Dfx hardware, 3Dfx is committed to creating the best possible game 
experience. We'll continue to bring you that with great hardware and 


by supporting the development community, helping to create the 
great games to match. 
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the appeal of his writing, much in the same way | just “don't get” 

Michael Crichton, John Grisham or Jackie Collins. | tend to 
lump all these writers together into the “Supermarket Fiction” 

category, since the majority of their sales come from bored 
people waiting in line to buy their cat food and vodka. | 
attempted to penetrate Red Storm Rising, but found it's main 
supposition —Russia invades Western Europe because they're 
short on heating oil — so absurd that | couldn't stop laughing 
well into the hundredth page and ended up tossing the book at 
the head of the person who recommended it to me. The formula 
for most of his books seems to be pages and pages of 
excruciatingly numbing technical details followed by brief 
blatherings about “moral responsibilities” and “democratic 
freedoms and ideals,” then someone gets shot or blown up. 
While this approach has never appealed to me in the realm of 
fiction (I preter lasers and robots), it works wonders in the world 
of interactive fiction. Clancy's technical background and post- 
Cold War sensibilities mesh perfectly with the 3D shooter 


sniper mode with varying degrees of magnification for long 
distance take downs. 

Bored of the run-and-guns out there? Want to work your 
cerebrum along with your trigger finger? Rainbow 6 is as smart as 
itis exciting, The graphics are not the most exciting usage of 3D 
accelerators I've seen in recent months (the environments are 
strangely flat and oddly colored), but the intensity of the game 
makes up for the lack of graphical pizzazz. | love the feeling ofa 
well-executed plan that results in a successful raid as much as | 
like dropping terrorists like a bag of rocks. Even after installing the 
patches that Red Storm have released on the internet | still 
experience lots of technical glitches within the game — it tends 
tolock up allot, especially during the mission loading sections — 
but the fact is that this game is so much fun | suffer through the 
minor problems just to play. ! wasn't able to have a satisfying on- 
line game, so | can’t vouch for the multiplayer aspects of game, 






Jest like real life, catch a bullet in the forehead and 
you're going lo die, 
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and curse and swear at my computer, it does keep me coming 
back to the game. R6 isn't like Quake; you don’t simply 
memorize the location of every baddie on a level and take ‘em 
out. The terrorists move around on their own, may notice you one 
time but not another, react differently to sounds and will 
sometimes literally come out of nowhere and shoot you in the 
back of the head. 

Just like real life, catch a bullet in the forehead and you're 
going to die. The first couple times you play R6, you'll hear a shot 
fired, see the screen go dark, hear the sad music and then have 
your Point of view transferred to the next member of your squad 
(who usually gets shot at almost the exact same time as the first 
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you to pay attention to all the information you're given, then to 
map your own assault accordingly during the Mapping Phase. 
After selecting your team and gearing them up, you're given an 
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environment. While | can't vouch for Rainbow 6 the novel, | 
can tell you that Rainbow 6, the game, is a beauty. This is the 
game that | was hoping to find within Zombie's Special Ops. 
Those with zero patience (like me) are going to be 
confused with Rainbow 6 at first. If you're expecting the typical 
“Screw the directions, I'll figure it out as | play” experience, 
forget it. The training missions aren't really much help — if 
you've ever played a 3D shooter beiore, the controls are going 











interactive schematic of the level, showing you possible (but not 
exact, mind you) locations of the hostiles, objectives and 
hostages, as well as locations of stairwells, ladders, locked 
doors, etc. that you will have to take into account. You have to 
map out the directions and actions you're about to send your 
fireteams on, telling each of the teams which routes to follow 
and actions to take. This is accomplished through a series of 
Waypoints and action settings that look a lot more complicated 











man in your team). You'll hear that music a lot in R6, simply 
because you're going to end up getting whacked with 
uncommon frequency. There’s nothing worse than nearly 
reaching the extraction zone and having one last stinkin’ terrorist 
cap your hostage, because it means having to play the fast thirty 
minutes over again. Lovely. 

With a single bullet capable of ending your life and forcing 


but the single player elements were enough to make me a big fan. 
Now I'm even going to try reading the book. 





you to start again, you become as careful as an actual Special 
Forces guy must be. After getting killed a few times, you tend to 
become a little more cautious when sticking your head into a 
room. You never know if some irritable Hutu or trigger-happy 
Bosnian is lurking in the far corner out of your line of sight, just 
Waiting for a stupid American running dog to walk into his 
crosshairs, 

The action is tight. You're never going to find yourself ina 
knock-down, drag-out gun battle — that’s not the way R6 works. 
Most of the missions involve hostage situations, terrorists with 
bombs or other touchy situations, Go in there with all guns 










than they actually are. Red Storm has wisely included mission 
plans for the first tour levels, so you can look and see how they 
did it first before attempting to create one of your own. The point 
and click interface is actually very simple and it’s a breeze to 
direct your R6 team through the level. That is, of course, if you 
guide them the right way. 

The really odd thing about R6 jis that if you set up your 
plans in a smart way, the level is over before you ever realize 
what happened, The Al running your other teams will follow 


your path to the letter while engaging any hostiles that it comes 


fo come to you quickly, You're really going to get lost on the fifth 
screen into the game, the Mission Planning stage, Atthis point, 
you're either going to learn to love R6 or hate it, because this is 
Where the game deviates from every other 3D action game out 
there (except for Dynamix’ Starsiege: Tribes, butit isn’t out yet). 

Where most action games dump you straight to the level 
aiter giving you a quick, forgettable briefing, Rainbow 6 expects 
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ben Clancy can crank outa book every six months orso and its 
virtually guaranteed to be a million seller. 've never understood 
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across. While you're tooling around trying to figure out how to 
open a door, the computer driven players have already 
swarmed through the level and eliminated any “Tangoes” (the 
code word for the bad guys). In a few of the more complex 


blazing and you're likely to end up with a bunch of dead 
civilians, which is no good for either you or the civvies. | prefer 
to outfit my team with silenced weapons instead of M-16s and 
shotguns. You may not be able to fire as quickly, butthe upside is 





levels, I've been running down a hallway, heard gun shots 
coming irom another area and had the Level Complete screen 
come up to tell me that | was successful. Yay! What happened? 
‘man obnoxious gamer, I'll admit it. | don’t like to die, | 
hate to lose materials or levels, so Ill restarta game at the drop 
ota hatif don't ike what going on. R6 is particularly hard on 
a gamer like myself ‘cause the game is just so damn random. 
You're not allowed to save games within the level, so each time 
you play through is a new exercise in anger management. 
Its never the same experience, even if you use the exact 
same equipment loadout and action plan. While | get mad 


that you draw a lot less attention to yourself. Each rifle has a 
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Gi angry dead clown who makes balloon images of dead 
poets! Skeletal pigeons that flap around on bone wings and 
somehow manage to reproduce! A huge orange demon 
making engine noises while driving a Big Daddy Roth 
dragster-hearse! Revolutionaries! Demon Beavers! Just as the 
coffee mug says that Manny hands to one of his clients, “This 
is the First Day of the End of Your Life!" 

There aren't many titles out there that offer the type of 
gameplay that Grim Fandango does. Grim is the next step in 


attention to the things people are saying to you. Some clues 

are revealed to you in very subtle ways and it's great to be able 

? : to go back and review what the last person you spoke to told 

wd skewed, cut-up postcard view of suburbia ai esa 

that somehow makes the idea of life look more 
disturbing than that of death, 


My problem with Grim is the same problem that I've 
always had with these sorts of games, dating all the way back 
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LucasArts’ continuing evolution of the "point and click’ style 
of gameplay, a genre, | might add, that they have contributed 
greatly too. Possibly only Sierra can match up against 
LucasArts in this category, but where Sierra takes a "throw it 
all at the wall and see what sticks" approach to gaming, LA 
spends a lot more time per title, honing the game (both its 
wit and play mechanics) to a razor-sharp edge. Grim is the 
second SCUMM-based adventure game from LA this year, 
but games of this nature are becoming increasingly harder 
to find as full 3D environments replace the formerly glitzy 
pre-rendered or animated worlds of adventure. 

Even though Grim does not rely upon 3D acceleration, 
itdoes incorporate it ever so slightly. The difference between 
setting "3D hardware" on or off in the Options menu is so 
slight that you may even forget to turn it on after you come 
back to the game. Acceleration gives the characters a nice 
filtered quality which removes the jaggy, aliased appearance 
they sometimes have, but doesn't impart much else. Grim 
Fandango is quite content with it's 16-bit color backgrounds, 
hank you, and doesn't need any of those fancy-pants 
ighting effects. Personally, I'm happy that the game does 
ave the option to incorporate 3D acceleration, if for no 
ther reason than we get to write about it here in the 
hagazine so | can add my praises to the rest of the game 
dress choir. 

The story is centered on Manny Calavera, a slightly 
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disgruntled sales huckster who works for the Department of 
Death. His job is to sell various travel packages to the 
recently to speed them along their four year journey to their 
final resting place. Manny has a sort of used car salesman 
smarmy charm as he tries to finagle a new spirit out of his 
cash in the intro of the game. It turns out that Manny owes 
some sort debt to the great beyond himself and can only 
work it off by selling premium packages to the afterlife. 
Unfortunately, Manny can't seem to land any of the big ticket 
clients — instead of cruises and train rides through the land 
of the dead, Manny usually ends up selling the souls a 
walking cane with a compass or a cheapy coffin that gets 
shipped like third-class freight. The portrait of a frustrated 
salesman, Manny finds himself thwarted by his own boss, 
Don Copal, and his co-worker, Domino Hurley, at every 
turn, 

Eventually, he begins to realize that it's not just bad luck 
keeping him down, but something more sinister. Manny 
realizes that his two erstwhile comrades are conspiring to 
keep all the classy souls to themselves for some reason and 
he sets out to find out how and why. After a series of kooky 
actions, Manny is able to intercept a dossier on a top-notch 
client, a real classy dame by the name of Mercedes Colomar, 
who did nothing but good deeds in her time in the land of 
the living. But when Manny brings this pure soul in himself, 
he finds that things are even more screwy than he originally 
thought, According to his computer, even Mercedes doesn't 
rank the sort of trip she really deserves, which really upsets 
Manny, since he has somehow fallen just a little bit in love 
with her in the space of a few minutes, After Manny loses his 
job and his gir! and is indoctrinated into a revolution of two 
(its... complicated), he does the only thing that makes sense: 
he finds his car and driver and sets out on a four year journey 

through the underworld in search of his lost lady love, 
Probably the most obvious and most talked about 
aspect of Grim is the totally unique art style of the game. 


There's no nuclear holocaust mutants roaming the deserts, no 
aliens invading hapless cities, no hyper-muscular men or 
women bounding about in scanty outfits with big guns. Grim 
is much more understated, much more elegant than that. The 
world here is muted and composed for the most part, like a 
fine motion picture. Except for the super-creepy Land of the 
Living, a skewed, cut-up postcard view of suburbia that 
somehow makes the idea of life look more disturbing than that 
of death. 

There's a wide variety of native life making up this odd 
afterworld, from giant orange demons and talking skeletons, 
to creepy spiders and purple Cyclops repairmen. There are so 
many characters to talk to and interact with, even if only fora 
few moments, that | can't imagine how the team charted the 
flow of the plot to coordinate all the dialog. Character 
interaction is typical of LA adventure titles; when it's your turn 
totalk to another character, four lines of dialog will pop up on 
the bottom of your screen for you to choose from. Work your 
way through all the dialog strings and you're usually rewarded 
with a piece of information or an item that you needed in order 
to progress. And the dialog can be priceless, especially in 
Manny's low-key bantering. An example of a typical Grim 
Fandango exchange: 

Mercedes: "Would you like to see my birthmark?" 
Manny: "Yes, where is it?" 
Mercedes; "It's wherever you people put my skin.” 

Grim lets you go back and review your dialog transcripts, 
which is sometimes helpful if you're not paying close enough 


to the days when Infocom was king and text adventures were 
the norm. Did you ever play the original Hitchhiker's Guide 
to the Galaxy? There's a part early on in the game where you 
need to get a Babel Fish in your ear and the way in which you 
go about it was possibly one of the most tortuous instances of 
ridiculous trial and error in the history of video games. There 
are many points in the game where you suddenly realize that 


you haven't the slightest clue what you need to do next in 
order to go forward in the game. There are small details and 


objectives — flipping the deadbolt to lock the door open, 
filling balloons with packing fluid and shoving them down the 
tube, using a hole punch ona playing card — that you can 
blindly pass by a million times without realizing what their 
usage is. | realize the difficulty of juggling storyline, gameplay 
and the needs of the player, but there are several esoteric 
puzzles that defy rational thought, but will probably guarantee 
good sales of the strategy guide. 

Still, there are so many good parts to Grim Fandango that 
I'm willing to forego my usual complaints about puzzles ("I 
need to do what with what in order to do what? What the 
Hell2") and complexities. Grim is an incredible game and alot 
of fun to both play and watch. A simple interface drives a 
complex world that will make you snort in hilarity. 1 would 
have loved the option to write parts of the game directly to my 
hard drive in order to cut down on loading times, but even 
loading from the CD the transitions from FMV sequences to 
gameplay is still remarkable. Yeah, sure, it's not a big 3D 
beastie and there's no on-line multiplayer component, but 
Grim Fandango shows that simple sometimes works just fine, 
Buy this baby and download a walk-through file from the 
internet; you're going to need it, 
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BB's clear from the very beginning that Shogo is not just 
agame — itis also the debut of Monolith's LithTech 
engine, a cornerstone for their future. After an 
extended development process with Microsoft, the 
game and technology were eventually bought back 
by Monolith. It's anybody's guess whether Bill Gates' 
empire decided it wasn't up to snuff or whether 
Monolith saw that the real money is in the 
technology, not the content (just ask the Unreal guys). 
Shogo opens with a LithTech logo accompanied by a 
cheery tune, followed by the words "A LithTech 
powered game". As an engine, Shogo is moderately 
successful. But as a game, it's a disappointing failure. 

The LithTech engine is relatively smooth and 
stable. It does sharp textures at an acceptable speed, 
even on middling hardware. It works nicely indoors 
and out, presenting large open spaces and tight 
corridors, Ina few places, it stands up well under the 
stress of numerous enemies in the same area. Robots 
are rendered with an impressive amount of detail that 
nicely captures the game's anime style. Humans have 
an odd elliptical look, reminiscent of Pysgnosis' 
Ecstatica series. 

But from the bare look of Shogo's levels, it seems 
that LithTech doesn't do detail. The levels feel so 
empty that Shogo sometimes feels like a tech demo 
rather than a finished game. There are occasional 
signs of rough-hewn furnishings, but this is largely a 
sterile world adorned with a few generic computer 
screens, Hexen-esque trees, and immovable folding 
chairs. It's the same empty look we saw in jedi Knight, 
but with none of that game's majesty or variety. 

The only real variety in Shogo comes in its 
division into on-foot levels and giant robot levels, The 
idea of metal behemoths duking it out in wide-open 
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city streets is a great concept. But in Shogo, it feels 
little different than a garden-variety corridor shooter. 
The buildings look good, but they're impervious to 
damage, which defeats the purpose of clomping 
around in a thirty-foot-tall robot. You can pepper a 
building with laser blasts, unload a fusillade of 
rockets, and bathe it in wave after wave of explosions 
without so much as breaking a single window. 
Climbing one of these skyscrapers should feel like 
King Kong scaling the Empire State Building; instead, 
it's more like Mario jumping from platform to 
platform, Rather than robots being knocked to pieces, 
they fall over and die as if they'd been shot in the 
heart. The only real indication of your size and 
destructive potential comes from the infrequent cars 
and humans: cars explode like land mines when you 
step on them (for which you take big damage) and the 
nearly invisible humans pop like stuffed blood ticks 
When you shoot them, 

These underdone environments wouldn't be so 
bad if the level design was more imaginative or 
coherent. Instead, rooms are placed haphazardly, 
doors lead to nowhere, the slums are just as pristine 
as the military bases, and one city looks exactly like 
another. This lazy architecture highlights the fact that 
there is no variety to the enemies. Not since 
Wolfenstein 3D have | fought against such a 
homogenous legion of opponents in such an overly 
tidy environment. 

It doesn't help that Monolith has tried to 
superimpose over the game an incomprehensible 
story with childish dialogue, Before the first level 
loads, a chunk of clumsy text spells out the backstory 

and then flashes the unintentionally amusing and 
prophetic words: "It gets confusing." Shogo features 
more unintelligible names than a Tolstoy novel. A 


















Time for a pop quiz. What do Shogo and Accolade's 
Deadlock 2 have in common? Okay. pencils down. The 
rorrecl answer is — they both shipped without any Al. 


few perfunctory villains come and go before the final 
letdown. The main character is alternately an ass or an 
idiot, whose chief motivation seems to be deciding 
which of the game's heroines he's going to date (this is 
one of the game's two branching moments). 

The conversations in Shogo make Final Fantasy VII 
sound like David Mamet. For instance, our hero 
rescues a cat from some men who were going to eat it. 
He recounts the story to his love interest, who coos, 
“I'm having trouble picturing it — maybe you could 
demonstrate." Sexual innuendo or bad dialogue? You 

make the call. Either way, the game is crammed with 
~ these sorts of embarrassingly bad exchanges. But worst 
of all, Shogo's story is completely peripheral to the 
action. This is running and gunning at its least 
imaginative, yet another example of how computer 
games are destined to feature dopey, poorly-told 
stories. On a few occasions, one of the main characters 
will serve as your in-game partner, getting in your way 
just long enough to remind you that you have no idea 
what's going on. 

Another problem with Shogo is that it's shot 
through with annoying inconsistencies. When the 
main character runs around with guns drawn, 
indiscriminately shooting anything that moves, it 
makes no sense that one civilian cowers in fear, 
muttering, "Don'tkill me, don't kill me’, while another 
barks out, "Hey buddy, watch where you're going!" 
when he's bumped. At one point, the game takes a 
ridiculous turn when our hero has to rescue a cat for 
someone guarding the switch to an electric fence. Why 
the sudden reluctance to kill civilians who stand in his 


way? 








Time for a pop quiz. What do Shogo and 
Accolade's Deadlock 2 have in common? Okay, 


pencils down. The correct answer is — they both ee 
shipped without any Al. This is such an inexcusable 

oversight that | feel compelled to say it again: Shogo 

shipped without any Al. In this game, your enemies will 

present all the challenge of a five-pound bag of turnips. 

They shoot at you when you step into their activation 

perimeter, but otherwise they completely ignore you. 

They'll never chase you (although some opponents 

have scripted movement) and they're oblivious to 
obstructions. You'll hear gunfire when there are no 

enemies in sight, only to discover later that someone 

was shooting at you through a wall. In case you missed cy 
it the first two times, allow me to reiterate: Shogo 

shipped without any Al. 

Since the multiplayer game is still in its early stages 
(as with Unreal, it needs some patching for smooth 
online games), this almost completely destroys Shogo's 
most appealing feature: it's sensational combat 
graphics. The LithTech engine boasts gratifying 
explosions and weapon effects. It's particularly good 
at choking the battlefield with gouts of smoke and 
chunks of debris. Add to this an arsenal of big guns with 
bass rumbles and colorful shots and you get the most 
visceral combat this side of Quake 2. In spite of fast, 
loud weapons and blood squibs straight out of Mortal 
Kombat, the on-foot levels aren't as spectacular. 

It's too bad for Shogo that a renaissance in first- 
person shooters is underway. Against the interactivity 
of Sin and the narrative brilliance of Half Life, this 
blood-and-oilsportis ultimately unfulfilling. In the days 
before Unreal made colored lighting commonplace 
and Quake 2 defined heavy weaponry, Shogo would 
have been the bomb. Unfortunately, considering the 
stories being told and the worlds being built, Shogo is 
merely a bomb, 
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Suey once in awhile, a game developer will get 
it so right and put so much “love” into a 
product that it becomes apparent that they are 
trying to do something more than just sella 
game. Such is the case with Electronic Arts’ 
“Need for Speed Ill: Hot Pursuit.” | have been a 
big fan of this series since its birth on the ill- 
fated 3DO system, back in 1994. The original 
was a truly revolutionary game, the sequel 
suffered from somebody trying to fix what 
wasn’t broken while the third re-invents the 
series and puts the battle with local law 
enforcement at the center of the challenge. 

As you might guess by the “Hot Pursuit” 
part of the title, the NFS3 project team, staffed 
by many of the original members of Distinctive 
Software (the creators of Accolade's “Test 
Drive” series and NFS’s logical ancestor), as 
part of EA Canada’s development effort, have 
made every effort to bring back the law (its 
omission in NFS2 was one of the big faults to 
be found in the title). But, that’s not all — this 
time, you can play as the cop. NFS 3 lets you 
chase or be chased, have traffic or no traffic, 
compete on LONG courses that feel like they 
should be checkpoint based, but that are 
actually tracks that can be driven on for 
variable numbers of laps, and the cars... oh, the 
cars. 

NFS 3 offers the player a total of 15 
different vehicles, including bonus cars and 
pursuit vehicles. There are Jaguars, Mercedes’, 
Lamborghinis, Ferraris, Corvettes and the like. 
In addition, there is the promise of more (free) 
cars that can be downloaded from the NFS 
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web site (just a button click on the game’s main 
menu). At the time of this writing, there is one 
new car available, the Spectre R42 — a good 
looking techno-beastie. 

There are, essentially, three modes of play 
(not counting multiplayer); Hot Pursuit, 
Knockout and Tournament. In order to fully 
experience NFS3, you will want to compete in 
each. Knockout has you racing against seven 
other competitors on every unlocked track in 
the game. The idea behind this style of racing is 
that the person who finishes last is eliminated. 
So by the time you make it to the final race, on 
the new course that you unlocked by making it 
to the last Knockout race (Empire City), you are 
going head-to-head against one other driver. 

In Tournament mode, you race ina grid of 
eight cars on all of the courses, with the 
exception of Empire City. Points are awarded 
depending upon place of finish. If you finish 
first in points, you win the tournament and 
unlock the Jaguar XJR-15 on Beginner level, 
(Expert level unlocks the Mercedes CLK GTR). 

Then there is Hot Pursuit mode. There are 
actually two ways to play this mode; as the cop 
or as the lead-footed speeder. As the cop, you 
need to fill your ticket quota, which varies 
based on how many laps you have signed on 
for. In a two lap race, you must issue six tickets 
— one to each of the six cars that you are 
chasing. How do you issue tickets? By 
smacking the crud out of the car that you are 
chasing. Had a tough day at the office? No 

problem: just get behind the wheel of the 
Pursuit Corvette and light up a Jaguar! You can 
actually spin the car out, or knock it off of a 








Had a tough day at the office? No problem: 
just get behind the wheel of the Pursvil Corvette 
and light up a Jaguar! 


sloped area and getit to flip over and crash. Next 
time you pass by that way, the $100,000 pile of 
scrap metal will still be laying there... HA, HA! 
As the lead-footed speedster, you will race in the 
classic NFS style; head-to-head against another 
exotic car, with cops chasing you and traffic 
coming in both directions. For my money, this 
game mode is the heart and soul of the Need for 
Speed series and this is where | spend most of my 
play time. Beat every track in HP mode 

Sm (including Empire City) and your reward is the 
Pursuit Diablo SV... holymotherofgod, you gotta 
see this sucker fly! 

On the technical side of things, NFS3 is a 
showcase for Voodoo and Voodoo 2 technology. 
| have played the game on three different setups; 
a P2-300 with twin V2’s (and the same CPU with 
new Banshee card) and a P200 with an original 
Voodoo card, and aV2 card. The game, with the 
exception of some 2D problems on Banshee, 
ran beautifully on both setups, with every 
graphic feature turned on. In fact, | ran it on my 
single V2/P200 at 1024 x 768 (no z-buffering) 
and it was incredibly fast, with a level of detail 
that you have not experienced in any other 
racing game. With the P2-300 and twin V2’, it 
was out of control — my Voodoos mirroring the 











power experience of actually driving one of 
these bad boys! A word of caution, though: those 
of you looking for the dashboard view might be 
in for a small problem. You need (if you are 
running Glide) a 12 MB V2 card to get the 
dashboard in the cockpit view (8 MB if running 
D3D), and an original Voodoo card won't be 
able to do itatall. Then you have to do a little file 
editing and tweak with your card settings. What 
did you expect? Beauty doesn’t come easy... but 
it’s worth it. 

NFS3 has got itall; incredible graphics, great 
speed, a ton of play options, the most detailed 
car models yet produced (Test Drive 5 could be 
serious competition, though), interesting and 
challenging tracks with branching paths, 
multiplayer options that include two player, split- 
screen on one monitor, and all three play modes 
available in multiplayer competition, Need for 
Speed 3 has got everything the racing enthusiast 
could possibly want, and a bag of chips. 
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"WY ariior, a dishonorable assassination attempt took the 
lives of several High Council members; even our 
revered Chancellor Gowron was wounded, and much 
of the famed ‘avw!' batlh (honor guard) were slain. 
Don't worry, Gowron yet lives. As a warrior in training 
for the famed Honor Guard, we must call upon you to 
avenge the deaths of your comrades and the council 
members. To root out this cancerous stain on Klingon 
honor. Destroy the assassins... and anyone, anything, 
that gets in your way; above all, accomplish your 
mission. Today is a good day to die, but finish your 
mission first. | expect you to earn your place in 
Stovo'Kor." 

Of all the 3D shooters heading our way, this 
seems the most natural. A Star Trek: The Next 
Generation setting, the violent savagery of the Klingon 
species, and no silly Federation ‘hu-mans' in tights to 
be seen. Microprose has given us a stunning game, 
which, when boiled down, is a combination of the 
storytelling and sci-fi fantasy of Jedi Knight, with the 
beauty (and inherent problems) of the Unreal engine. 
And that is mainly what it amounts to, an Unreal total 
conversion, which is not necessarily a bad thing. 

To my mind, the homage to LucasArts' Jedi Knight 
is obvious in the story-based structure, which is 
revealed in video clips from your immediate superior, 
Captain Kurn (Wort's brother from ST:TNG), and an 
eye-patched, grizzled, council member. It is a very 
level-based game and combat ensues in a variety of 
locations, from the frozen caves of the Rure Penthe 
prison colony (featured in Star Trek VI), to space 
stations, starships, and even the Klingon High Council 
chambers. 

Your enemies range from Klingon warriors (of the 
dishonored Duras clan), to Andorians (the blue 
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skinned, antennae-headed guys), scurrying Tar Chop 
(scorpions), Nausicans, and other favorites. One 
notable is the Ro'PeD, which is like a small version of 
Unreal's Titan, who can take a lot of damage, and 
throw boulders at you {it was disappointing to find no 
Romulans, or cannon fodder 'Red Shirts,‘ to slay 
though), All your opponents are rendered with all of 
Unreal's color and brilliance, and leave their own gore 
on the walls... sometimes leading to a pretty rainbow 
of Andorian green blood, Nausican red, and your own 
Klingon purple. We also get some cool death 
animations, like seeing your foe disintegrate under a 
powerful disruptor blast, or glow briefly and disappear. 

Like Unreal, the enemy Al is robust and 
challenging; but unlike Unreal, there are a lot more of 
them to deal with, It's frustrating watching enemies 
dodge and cartwheel the second before you send a 
blast their way. In Unreal, it wasn't so bad, as there 
were fewer monsters to deal with, but in a courtyard 
here, facing five Klingon warriors with disruptor rifles, 
the continuous stream of fire from all sides is 
devastating at higher difficulty levels. Fortunately, the 
designers added more than enough cool items to help 
you. 

One of them is a pair of sniper goggles that allows 
you to target over long distances and hit with accuracy. 
There's also a tricorder that shows you where enemies 
are, even behind walls, and a communicator that 
beams in a friendly Klingon helper who scurries 
around killing whatever he can is a further goodie you 
can use. And the game is jam-packed with boxes and 
containers containing healing potions and medkits. 
You have a wide variety of cool weaponry, but these 

pack a better punch than Unreal's ever did. The 
default weapon is your D'K Tahg, a simple knife, used 
for either combat or throwing. There are various 













Hoch jaghpu'Daj Hollbogh Suwlyhup" 


beam weapons from the series, and the expected 
grenade and rocket launchers, but two weapons deserve 
special mention. First the Ding'Pach: imagine a circular 
saw, attached to a launcher, that basically flies around 
the room, bounces off walls, burrows into enemy flesh, 
and eventually finds its way back to its launcher. The 
second is the awesome Bat'leth: a true warrior's 
weapon, the original made by Kahless, (the Klingon 
equivalent of a messianic figure) himself: a curved two- 
handed sword-like blade that can be flung and kills 
enemies with one or two strikes. 

Other innovations include a vacuum-suit and 
magnetic boots which allow you to do battle on the 
outside of space ships! Like in Star Trek: First Contact, 
battle in space is cold and tense and a good tactic is to 
try and blow your foes off the hull, to watch them fly into 
space and implode. The designers also borrow the zero- 
g blood effect from Trek VI - it's very cool to see the 
purple globules rise from corpses. Zero gravity 
sometimes occurs aboard ship, as well, and allows you 
to float around while fighting. 

A couple problems do rear their ugly heads, one 
being truly terrible reactive Al. Rush in, kill two guards, 
blow up some containers, then turn and see that the 
third guard is facing you, doing nothing, until you shoot 
him. This happens way too often. Also, enemies can 

switch weapons without any warning. You are in a tense 














knife fight, the enemy steps back a pace, and unloads a 
stream of disruptor fire into you; you move in, and he 
swings his magically drawn knife, the gun disappearing e 
into thin air. 

As | said, this is the Unreal engine. This provides 
lighting effects, explosions, cloaked (semi-transparent) 
enemies, volumetric fogging, and incredible 3D 
accelerated graphics, the kind that will make even your 
Voodoo2 sweat. Also, it means the incredibly cool, and 
configurable, botmatch feature is included. But, it also 
contains all of Unreal's pitfalls. 8MB save files, long load 
times, and laggy, unsatisfying multiplayer. Problematic 
multiplayer, especially in a 3D shooter this cool, hurts. 
And gives us another reason to hope Epic gets Unreal's a 
working. 

"Hoch jaghpu'Daj HoHbogh Suvwl'ylvup" . 
Translated for all you P'Taks (humans) out there: "Pity the 
warrior who has slain all his foes." 
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oes plot matter to you? Or would you rather have 
action, action and more action? How about eye 
candy and aggressive multiplayer? If so, | bet 
you'll love Return Fire 2 from Ripcord games. It 
claims to be a strategy title, but delivers more 
combat, action, and eye candy than any game 
I've played since Incoming. Its only real 
weakness is a non-existent plot (also like 
Incoming). Look, the bad guys have your flag, 
you want it back, and you can hop into any one 
of six cool units to do the job, take that enemy 
down, and restore your flag's rightful standing. 

In this way, it is somewhat similar to 
Battlezone, Uprising, and Urban Assault. Stress 
on the word "somewhat." It really isn't real time 
strategy, but it is strategy-action. You don't gather 
resources, you don't construct buildings, your 
units are limited to six basic flavors, and anything 
you destroy ona given map doesn't get rebuilt — 
it's gone. 

You get only six units. That's it. But you get 
to control them one by one and use them to their 
best advantage. You can drive a tank, a jeep (the 
only unit which can recover your flag), a missile- 
bearing minelayer, a jet fighter, a PT boat, and a 
pretty standard helicopter. Each unit has a couple 
useful weapons, and has a definite purpose in 
the game. This limit works in the game's favor, 
though, as everything has a nice, balanced 
feeling to it. 

You start off in a bunker with a list of units 
available and the number you are allowed to use 
(you get more as the game progresses), You are 
shown the enemy base location via radar, and 
you then choose which unit you want to use to 
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begin your assault. Once it has been delivered 
groundside, you pilot it in for your first attack. 
Once destroyed, you move on to your next unit 
choice. Hopefully, you have obliterated all 
enemy defenses by the time you need to drive 
your jeep in to grab the flag. You can opt to attack 
and destroy all enemy buildings (which is fun but 
pointless), but your goal is that flag, and it is the 
only way to win. 

The object of the game is to get the flag as 
fast as you can, while making sure your 
opponent doesn't get yours, but it differs from 
standard 3D shooter "Capture the Flag" fare. The 
flag is kept in a pyramid-like structure that is 
guarded as heavily as possible. Trouble is, there 
are often a few decoy towers sitting around as 
well. Once you find the right one, make sure all 
defenses are down for the count, then try to get 
your jeep in there (maybe after a quick trip by 
your tank to survey for mines), Nab that flag, and 
hightail it home to win the game. 

The brilliance of the game is in its 
accelerated graphics, which are wonderful and 
make enemy unit/structure identification a 
breeze. Looking much like Team Apache, you 
get brilliant explosions, missile trails, lighting, 
and other goodies. Best of all is the sound, 
specifically the music. Sure, you get nice 
explosions, and other combat noises, but each of 
your vehicles has its very own soundtrack, from 
the appropriate use of Wagner's "Flight of the 
Valkyries! for the chopper, to Handel's 

Hallelujah Chorus" when you uncover the flag. 
The music is exhilarating, cool, and often 
humorous. You even get to hear the "William 
Tell Overture" (better know as the Lone Ranger 
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theme) when you've grabbed the enemy flag and 
are heading back post haste with it. 

Despite the variety of vehicles you can pilot, 
control never becomes a problem. This game is 
the anti-sim. No effort has been made to model 
the characteristics of flight or complex weapon 
systems. It is difficult to crash the jet, even 
intentionally, and the tank's turret doesn't turn. 
Helicopter pilots also need not worry about cyclic 
and other 'realistic' attributes. "Hop in and start 
shooting" is the nature of the game. 

So where's the strategy? It is actually present, 
and fairly rich. Picking the right unit for the job is 
the main thrust of it. Getting thrashed by enemy 
defenses on your initial attack run? Maybe using 
the jet to bomb the countryside would be smart, 
or trying to sneak in with the tank. Or, just use the 
PT boat to lob enough fire at them from a safe 
distance. Laying some mines on the enemy's 
logical attack point, or around the flag you protect, 
could deprive the enemy of a tank or, better yet, 
their jeep. There are a limited number of ammo, 
weapon, and other powerups scattered around the 
map, too, which add some strategy to the mix. 
Still, you depend mostly on your trigger finger. 

If this game finds a big internet audience, it'll 
be a real winner, and an excellent value. Playing 











against a human opponent is a fantastic 
experience. As of now, players are hard to come 
by, though that may be different by the time this ins 
sees print, and Mplayer is promising to offer it too. 
Amazingly, there are only two main problems 
with the game as it is. One is an atrociously 
complicated method for reconfiguring your 
favorite controller (but the default is fine). The 
other is a manual that is barely adequate and 
seems very rushed to print. Return Fire 2 is 
'strategy-lite’, but | still found it refreshing. Know 
going in that you are simply getting a very souped- 
up version of 'rock-paper-scissors' (in unit 
strategy), with pretty graphics and frenetic 
gameplay, and you should also come away having 
had a good time. Bottom line is Return Fire 2 is an 
unassuming action-fest with just enough strategy 
sprinkled on top to be noteworthy. 
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Direct 3D 
Supports resolutions up to 1024x768 
Keyboard/Joyatick, 20 player multiplayer 
Mintionuarm Pesitinen 166, 32 mcgro’ RAM 


Wien you pick up the box to Papyrus! Grand Prix 


Legends, you'll immediately fall into one of two 
categories. You're in Category One if you say, "Wow! 
A simulation of the 1967 Grand Prix circuit, complete 
with Spa and the 'Ring!" This game will be to you as 
World War | flight sims are to desktop pilots — the re- 
creation of a forgotten slice of history, a glimpse into 
atime when the skill of the men mattered more than 
their unwieldy machines, when technology was on 
the verge of transforming everything almost 
overnight. You're in Category Two if you pick up the 
box and say, "Oh, those racecars that look like kazoos 
with tires..." 

Papyrus has a long and respected history writing 
racing sims for Category One. But their titles have the 
capacity to slowly suck in many of us Category Two- 
ers as Well. Grand Prix Legends is no exception. It's 
an extremely difficult game, but it's got a strange and 
undeniable allure. It might not sound very exciting to 
try to drive the same course over and over in hopes of 
shaving a few seconds from your fastest lap, but that's 
only part of what's going on as you're learning the 
game. Rather, you're plugging yourself into a 
complex system composed of many elements: the 
smooth graphics, the throaty growl of the engine, the 
thrill of at last negotiating that tight turn, the dizzying 
rush of almost hitting 200 MPH on the straightaway, 
and the nagging conviction that you can do it better 
if you just try one more time. 

The cement that joins all these elements is 
Papyrus’ superlative physics model. But this isn't just 
a matter of the game spitting out accurate numbers: 
“Let's see," the members of Category One might 
muse, whipping outa slide rule, "if run the engine in 
neutral at 7,652 RPMs for 12 minutes and 16 seconds 
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ona cloudy afternoon in upstate New York's Watkins 
Glen circuit, then the oil temperature should be 89 
degrees. Aha, itis accurate!” 

The physics in Grand Prix Legends are far more 
visceral than that. It's a matter of being able to tell 
when the car's going to slide, how much it's going to 
pull to the left, how lightly you need to press the 
brakes, how tightly your tires press the track, or how 
hard you grazed that guard rail. After spending some 
time with the game, you'll develop an uncanny sense 
for how these cars move, as if you somehow 
inhabited them. It's as if there were a weird symbiotic 
transfusion in which you swap a pint of your blood 
for a few thousand lines of Grand Prix Legends' 
binary code. 

Computer sports games have long ignored the 
fact that there are rich histories behind their subjects. 
GPL is unique in its efforts to capture a romantic, but 
long dead, era. Drivers accustomed to contemporary 
racing sims will notice some dramatic differences. For 
instance, there were no pitstops; your car gets a big 
fat tank of gas and uses the same set of tires for the 
entire race. If you booger up your front end by 
whacking into a wall, you'll just have to make do. 

More importantly, 1967 was a year before 
downforce was harnessed to allow extra speed, 
Channeling the airflow over aerodynamic surfaces 
presses a car into the pavement and allows it to 
Corner more tightly without losing its grip. But there's 
no downforce in Grand Prix Legends, so the cars have 
to be carefully guided around corners at moderate 


speeds. Oddly enough, an important part of driving 


competitively is gently sliding around each curve, a 
concept that will be familiar to arcade racers 
accustomed to powerslides. As the manual says, 
"Grand Prix Legends is about the control of power.” 



























.fls most significant achievement is its slow 
and curiously seductive appeal... 


This control is a fine art, requiring a controller that 
holds its center well, but moves smoothly along its 
axes; a joystick actually allows finer control than a 
wheel. Pedals are almost required for quick intuitive 
control of the brakes and gas. 

The smooth graphics function mainly to show you 
the detail you need to see. The "line," which is the path 
you'll need to take for the fastest time, is sharply and 
subtly laid out on the pavement in hues of worn rubber, 
with darker swaths at the braking points. Persistent skid 
marks will commemorate those curves you almost 


didn't make. Flagmen at stations around the track will 
wave the appropriate signals during a race. The 


scoreboard zooms out into a readable format in the 
corner of your screen when you pass by it. Upon closer 
scrutiny, the trackside stuff is just perfunctory 2D 
bitmapping, but these are the things that belong in your 
peripheral vision anyway. One very nice detail is he 
historically accurate billboards, which are muted in 
comparison to the gaudy advertising we see today. 
The cars themselves are particularly crisp, so 
you'll be able to see the sway of the suspension and the 
kick of the shifting gears. Ironically, if you play from the 
more realistic interior view, you'll miss some of these 
visual cues; also the dashboard gauges only give you 
approximate info, which isn't even explained in the 
manual. 
More immersive than the graphics are the sounds. 




















With a good set of speakers, there's nothing quite so 
satisfying as the low gurgle of these engines. You'll even 
come to appreciate the unique tone of some of the 
different cars; the Ferrari's hoarse V12, for instance, is 
fierce enough to frighten small children. Grand Prix 
Legends makes a good subwoofer worth every penny. 
Papyrus is known for their excellent replay feature 
which allows frame-by-frame replays from a number . 
of different angles. Unfortunately, they're still married 
toa handful of fixed views. Their engine should support 
the sort of freely roaming view you get in flight sims. 
The game's multiplayer support works smoothest on a 
LAN. Although Papyrus doesn't run any servers for 


internet games, Alison Hine and John O'Keefe's Virtual 
Racing Online (http://gpl.gamestats.com/vroc/) is an 


excellent third party resource that works as a sort of 
GameSpy for GPL. 

The manual, written by automotive journalist 
Steve Smith, is actually a strategy guide. It's written in 
a breezy style that's easy to read, but this makes ithard 
to find important information without an index. Mr. 
Smith knows his topic, and it shows, but he doesn't 
make his information easily accessible to new players, 
particularly when it comes to making adjustments to 
your car's setup. Something like "Setup for Dummies” 
would have made for a less painful transition from 
Category Two to Category One. 

Make no mistake: Grand Prix Legends is not an 
arcade racer and it does not offer immediate 
gratification. Instead, it's the sort of game that will squat 
on your hard drive for months on end, defying you to 
exhaust its potential. It will send Category One players 
into paroxysms of delight, but its most significant 
achievement is its slow and curiously seductive appeal 
to those of us in Category Two. | would have never 
thought I'd spend so much time in a virtual kazoo with 


tires. é 
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Glide/Direct 3D 

Supports reaolustionn up to 1024x768 
Keyboard, Joystick, 8 player multiplayer 
Minimum Pentium 166/16 Megs o° RAM 


{.. deep in the heart of the Outback comes the 
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blatantly misspelled Dethkarz, a product of Beam 
Software (last sighted releasing Kill, Krush ‘n Destroy, 
a real-time strategy game released in the States by 
EA). Dethkarz gets in the whole futuristic groove with 
just about everything you'd expect in a high-tech 
racer. Beam is going for the accelerator market in a 
big way with this game, but it’s also one of the last 
few 3D games to support a software mode. Of 
course, we don’t care about that, so let’s move on. 

The key to PC racing games is to keep the player 
coming back, not to unleash everything all at once. 
What's the point of giving everything away the 
moment you install the game into your PC? Dethkarz 
starts with only four tracks available to the player, but 
another eight will open as the initial tracks are 
completed. There are three different courses for each 
of the four tracks (Metro City, the Grand Keys, the 
Pole and the Red Planet), which are all vastly 
different. Unlike most racing games, the short, 
medium and long courses on the tracks are 
completely different. 

There are three classes of cars (and one hidden 
one) which vary in abilities. The cars are rated in 
speed, handling, acceleration, armor and weapon 
strength, with the faster cars (the Bullet) naturally can 
only take some damage while the heavily armored 
cars (the Anvil) aren't quite as nimble. You can outfit 
the cars with one default weapons as well — the 
plasma cannon and the pulse laser are available right 
from the start. In true video game fashion, the longer 
you hold down the fire button, the bigger the charge 
is, resulting in increased range and damage. You can 
also zip over powerups on the track to give you extra 
juice in the field. 
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There's some sweet technology going on in this 
game. All the cars are wrapped ina shiny, reflective 
environment map that reacts to the changing 
dynamic lighting as you hustle around the track. 
Beam has also used video textures as moving 
billboards on the sides of some of the buildings, 
which gives Metro City a bit of the old Blade Runner 
feel. Neon particles shoot up from beneath your car 
as you lean into turns and transparent smoke and fire 
will pour from the back of cars that have taken a little 
too much laser tire. 

While a fun game, Dethkarz is not blazing any 
new trails. To me, this title has the look of a cool 
software demo that was sold as a game, but didn’t 
really get the benefit of being fully fleshed out 
enough to stand on its own. The weapons and pick 
ups on the course are too limited to make it a big 
shoot-fest, while the car Al is non-spectacular. | really 
liked the look of the game — Beam did an excellent 
job utilizing 3Dfx tricks — but was left un-impressed 
with the title overall. Dethkarz is a good game for 
racing fans to round out their collection with, but | 
would suggest picking up Need for Speed 3 or 
Powerslide instead. 
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Direct 3D 

Supports resolutions up to 1024x768 
Keyboard/Joyatick, 2 player multiplayer 
Minimum Pentium 166, 32 megro' RAM 


ockey isa beautiful thing. For me, the months between the end 
of the Stanley Cup Playoffs and the beginning of the new 
season are remarkably long. Unlike some of my friends, who 
feverishly keep up with all the players, coaches and teams 
during the off-season, | just don't have the time or brain power 
necessary to scan for news of vacationing millionaires. Thus, 
when the season starts up again each Fall, I've inevitably 
forgotten half the players on my two favorite teams (Sharks 
‘cause they're local and the Avalanche ‘cause they're great), 
not to mention the surprise at seeing all the new faces and 
numbers, Nowy, I'm not one to be able to quote player stats and 
team histories —| only got into the sport within the past five 
years (when the Sharks came to the Bay Area) — but I know a 
good hackey game when | see one. 

EAs NHL line has fairly well ruled the video game 
hockey genre throughout this entire decade, but it’s nearly 
impossible for any other company’ to match the things that EA 
does within this series. With each new version that arrives, as 
regular as clockwork right before the start of each season, NHL 
becomes a better game, NHL 98 was the first to take 
advantage of 3D acceleration and looked truly remarkable, 
but 99 takes the cake, 

It's sometimes hard to track the changes from year to year 
with most sports games, especially a long running series. Most 
games receive barely perceptible graphics upgrades, but the 
two overriding reasons to ship a new game each season is to 
update rosters with the latest teams and players and to squeeze 
more money out of the sports gamers. Not so with NHL 99 
(although I'm sure EA is planning on squeezing some money 
out of you), NHL is a better game than it was last year and is 
more than worth the new investment.The team rosters are as 
up to date as possible, with a few errors resulting from last 
minute trades and acquisitions that happen after the game 
went gold, but the look of the game just gets better and better. 
In fact, you should be able to head over to EA's web site in the 
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coming months to upload the latest rosters and ratings as the 
season progresses. 

Playing NHL 99 is like watching a slick, professional 
television broadcast of a hockey game — I'd compare it toa 
Fox Sports presentation, but those annoying little robots don’t 
pop up every time someone scores. The front end of the game 
is so polished, you begin to wonder when EA is going to start 
selling commercial time between the plays. The TV-style 
presentation is carried within the game itself through the voice 
work of the two announcers. Play-by-play is up to the second, 
with none of the delays that plagued some of the earlier NHL 
titles, while the color commentator has loads of interesting 
and insightful information about the various teams, players 
and matches. 

Which leads us directly into the game itself. No matter 
how many new camera angles they create, no matter how 
they increase the resolution, size and detail of the players, 
gamers are still going to gravitate to the basic overhead ice 
view. It may not provide for the most dramatic screen shots in 
the world, but itis the easiest way to play hockey, You can keep 
your eye on almost all your players at once, so you know when 
your next winger is going to be open to receive the big dish for 
the one-timer, Getting down on the level of the players is fun 
and looks great, but it’s a lot harder to set up plays that way. 

Controls remain simple and easy to master. NHL 99 
requires no more than tour buttons to dominate the action, 
which leads to quick learning curves, but not many play 
options. Offensive controls are limited to shooting, passing, 
busting outa special move (if the player has one) and a speed 
burst, while defensive controls only allow for hooking, 
changing players, speed bursts and laying down to block a 
shot, EA has yet to figure outa way to deliver precision passes; 
you're still pushing the pass button and the directional pad to 

scoot the puck to the next player. It is possible to redirect 
shots, but its even harder to pull off than a good one-timer 
and usually is more luck than anything else, 
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level of detail in the player models is amazing. 


view on the instant replay is almost as much fun as 


playing 








the game ilself. 


The players come to life in part thanks to the efforts of 
Marcus Naslund, Mike Sillinger and Mattias Ohlund, who have 
lent their skating skills to EAS crack mo-cap squad. But what's a 
team without a coach? Marc Crawford, former coach of the 
Avalanche, has opened up his playbook to EA again this year to 
assist in the creation of team strategies. 

The action is as fast and hard as real hockey. For proof, see 
the screen shot above of Florida Panthers defenseman Ed 
Jovananovski hip-checking Colorado Av's star Peter Forsberg 
through the glass wall of the penalty booth. That's gotta hurt. Put 
a big hiton a man in the comer and you'll see the glass shake 
as he rebounds off the boards; slap a high hard one up and over 
the goalie's blocker and the biscuit may end up shattering the 
plexi and giving the fans in the front row a real treat. 

The players feel solidly connected to the ice, while 
retaining their gracefulness and skills. The teams are tuned to 
their respective performance as well; The Red Wings feel like a 
very different team than the Sharks, let me tell you. While my 
Sharks are slower across the neutral zone and not as effective in 
frontof the net, the freakin’ Wings glide through the attack zone 
like a freight train on butterfly wings, mowing hapless defenders 
down without a thought and peppering the goalie. 

Fighting is still a part of the game, but as in the real NHL 
these days, ithas decreased considerably, The fighting controls 
have been improved to be more realistic, yet the chances of 
actually getting to use them are not as frequent (unless you take 

the time to create the Chris Simon/Bob Probert/Bryan 
Marchment/Hanson Brothers All Goon Squad). When the 
gloves do finally come off, however, you're able to wail on your 
opponent with hooks, jabs and haymakers while clinging to his 
jersey and ducking his punches. The fighting animations were 
motion-captured from Vancouver Canucks’ goon Donald 
Brashear (whom EA refers to as “forward and pugilist” in their 











mo-cap listings), so the knuckle-dusting should be nearly as 
realistic as Tekken, 

Visually, NHL 99 is a treat to watch. The level of detail in 
the player models is amazing, Messing around with the camera 
angles and pointof view on the instant replay is almost as much 
fun as playing the game itself. Seeing the individual player's 
faces digitized across the mugs of their virtual counterparts isa 
little creepy, especially when they change expressions. You'll see 
transparent ice particles spray up from the players’ skates, the 
overhead lights reflected in the ice surface and real-time 
shadows. Between plays, the announcers will rattle on about a 
player or team while the camera follows them around the ice, 

The NHL line from EA Sports continues to dominate the 
hockey world, Each year, EA dazzles us with yet another brilliant 
rendition of Canada’s National Pastime. Where can they take the 
sport from here? There's still some fine tuning that can be done 
with the gameplay, but the look is solid gold, NHL 99 is the next 
best thing to strapping on your skates and hitting the ice yourself, 
but with out all the bruises the next morning, 
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Supports rcaolutiona up to 1600x1200 
Keyboard, Joyatick 

Minisurs Pentium 166/16 Megs o' RAM 
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Aiioust | runa very real risk of being either arrested or 

deported to admit this, | neither understand nor like the 
game of football. As an American, it almost pains me 
to cop to the fact that our two “national pastimes” — 
football and frivolous lawsuits — leave me rather bored 
(I much prefer a real sport, like hockey). Along with 
disinterest in the sport comes a general lack of 
knowledge about the finer aspects of the game, like 
players, teams, rules, etc. But even facing this near 
insurmountable obstacle, Midway's NFL Blitz has 
become one of my all-time favorite arcade games, so! 
can only imagine how a real football fan must love this 
game, 

Believe me, the arcade game, which looked and 
played great in and of itself, is unbelievable on the PC. 
On a Pentium 2 350 with a Banshee card, you can run 
the Glide version of Blitz at an unbelievable 
1600X1200 resolution at 60+ frames per second while 
the player models have more polygons than the arcade 
game did! Point of View, the developers who have 
ported Blitz onto the PC, have locked the game at a 
startling 60 frames per second. If you're really a 
masochist, you can go into the options screen and 
unlock it, which produces some amazing results on fast 
systems. On my 300MHz Pentium 2 machine, Blitz 
will run atan average 80 fps, zooming up to the 130 fps 
range When the camera goes in tight. Obviously, the 
game is not playable at these speeds, butit's nice to see 
what two Voodoo 2 cards are capable of producing. 

Blitz is, at its core, a five-on-five arcade-style 

football game, Big hits, crazy plays, turbo speeds and 
the occasional burst of foul language separate Blitz 
from any other football game out there. The three 
button control setup (turbo, jump/tackle, pass/change 
player) is perfect for this style of game. There aren't any 
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complicated button layouts to memorize, there aren't 
a million different ways to tackle, just pure, simple 
action. 

Pressing turbo in conjunction with one of the 
other buttons has different effects depending on 
whether you're on offense or defense. You can leap 
over oncoming defensemen, stiff-arm linebackers out 
of the way, dive for those few extra precious yards or 
pull the old spin-a-rama to dodge oncoming tackles. 
When you're on defense, you can power tackle, swat 
the ball out of the air and, if you manage to sack the 
quarterback three successive times, your entire team is 
suddenly “On Fire,” which means all your players will 
start running faster, hitting harder and jumping higher. 

Sports fans and action gamers alike need to grab 
this game. Although there isn’t much depth to it— do 
not come to Blitz seeking season plays, trading options 
or player creation, for you will be sorely disappointed. 
Leave the nuts and bolts stuff to games better suited for 
it ('d suggest either 989’s GameDay 99 or EA’s Madden 
99) and tune in to this one solely for the adrenaline 
rush. | cannot emphasize how much fun Blitz is from a 
gameplay perspective, even for a non-football fan like 
myself. 
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QA hen iwasaladandthe very first Flight Simulator was released (on 


an Apple Il), | was bored to tears with the flight-sim aspect (hey! | 
was 12), but thrilled to the tiny WWI combat scenario they includ- 
ed, Subsequent releases of the ttle resulted in the disappearance 
of that combat scenario and |, for one, mourned it. Take that fac- 
toid, and add this one: it has been way too long since any WWII 
flight sims have been released, but there are a stack of em com- 
ing. Despite all of them out there on the horizon, Microsoft's 
Combat Flight Simulator is first out the door and onto your PC. 
And, boy, does it put that early ‘80's WWI scenario to shame. 

Presenting a full D3D accelerated rendition of the greatest 
dog-fighting era in history should be little problem for a simula- 
tion touted as one of the greatest ever. The Flight Sim team is more 
than up to the challenge; a glance through the prodigious manu- 
al confirms that no little realistic tweak has been missed. They 
even consulted actual WWII aces in making this sim. Itshows in 
the way the craft fly, fight, and deal with g-force, wind shear, and 
damage stress, Each plane feels unique, and with Microsoft's 
Force Feedback stick fully supported you're in for a real treat. 

It'syou versus the "ferries" (Germans) or "Amis" (Americans) 
as an RAF, USAF, or Luftwaffe pilot. The game offers several mis- 
sions — unique to each air force — ranging from strafing and 
bombing to escort and patrol modes. A nice tutorial eases you into 
your bomber jacket and even shows clips of how to perform tac- 
tical feats like the 'Immelmann Roll’. Additionally, there are sev- 
eral campaigns, a quick combat feature, and (for you civilian 
pilots) a flight option that lets you take a P51, Messerschmitt, or 
Spitfire out for a leisurely view of the incredibly rendered coun- 
tryside. One campaign is the infamous "Battle of Britain," and the 
other includes Americans for the "Battle Over Europe." In both, 
you can play the 'Hun' and fly for Goering, himself. Sadly, there 
isno ‘career mode’ and the campaigns are linear. 

| found myself quickly immersed in tweaking the realism 
settings to see how | could do in each aircraft. On more forgiving 
settings, it was a fun, pleasurable experience to close in and let 











































loose with a pound of hot British lead. On realistic settings, | had 
to contend with keeping my beast in the air, fighting with it as 
much as | did the Germans. But, that's what makes it reat: really 
feeling like you are in the cockpit one of those awesome planes. 
The graphics are justastounding, and even the cockpit dials 
and indicators are readable and useful. Itis incredible to shoot up 
an enemy plane and watch it spiral down to its death. Or to pull 
upintothe clouds, aim forthe sun, executea tight turn, and come 
screaming back ata formation of bombers. Ortoskimthe ground 
and let loose on an important German ammo supply train. 3D 
sound is supported through DirectSound, so when you fly along- 
side that V1 "Buzz Bomb" and attempt the risky "teal world” 
maneuver of trying to nudge itoff course with your wing, you hear 
itahead of you, then alongside, then below, as it speeds toward 
the Channel. Multiplayer runs the usual gamut, and should be 
offered at Microsoft's Gaming Zone by the time you read this. 

If you just can't wait to become a WWII flying ace, | think 
we have your game right here. But if you can standit, several other 
titles should be launched soon enough, including one from EA's 
Jane's Combat Simulations (they may even be out by the time this 
makes it to print). Until then, paint a portrait of the "Schlitz Beer 
Girl" on my Spitfire's nose, and be sure tobe there to confirm my 
kills... this Milwaukee boy is going flying. 
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Your MISSION: UNLEASH A BARRAGE OF DEVASTATING 


WEAPONS TS SAVE YOUR CLAN FROM EXPLODING ENENY 


Fire! CUBERSTRIKE 2 DELIVERS INSANE 
RERL-TINE PYROTECHNICS, OYNANIC LIGHTING 
EFFECTS AND INFINITE POST-APOCALYPTIC 
URR=TORN GAMEPLAY IN THE NOST INTENSE 


3 DINENSIONAL MECH BATTLE EVER. 


© ENVOY CHALLENGING SOLO PLAY UITH UP To 
SO MISSIONS 


© COMPETE AGAINST THOUSANDS oF 
OPPONENTS ONLINE 


© EACH CITY FEATURES UP TO Tue TEANS 
COMPRISED GF ONE TO EIGHT PLAYERS 


© CHOSSE YOUR CLAN. YOUR MISSION, ANE 
SOUR CFFENSIVE ANB DEFENSIVE AODULES 
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Company: G56 Labs 
Prices unit: °299.95 base: 1129.95 subwoofer: ‘169.95 


Somewhere along the line, | firmly believe 
that the Intensor was actually a good idea. 
Cramming the miscellaneous speakers, 
wiring and the subwoofer that make up a 
decent multimedia sound system into a sin- 
gle package not only frees up a lot of space 
(a bonus for those who don’t have a lot of 
room to spread out all their equipment), but 
also presents a tidier look than a million 
wires dangling all over the place. Fusing it 
all into a nifty designer chair is just icing on 
the cake. At least, this is the pitch as | 
believe it was originally made. The final 
product, unfortunately, did not quite meet 
expectations. There are three things wrong 
with the Intensor that almost guarantee the 
product's early death: price, comfort and 
design. Let’s address in that order, 

Holy God, this thing is expensive! The 
sneakiest thing that BSG pulls on the aver- 
age consumer is showing the Intensor com- 
plete with its optional subwoofer and chair 
assembly. You might think, “Wow, two hun- 
dred bucks for all that? Deal!” Nope. The 
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Company: Microsoft 
Price: 259.99 


Microsoft continues to amaze us with the quality of 
their hardware, During E3 this past May, [had the plea- 
sure of being escorted into a small soundproof room 
and given a full demo of Microsoft's newestjewel, their 
Digital Sound System 80. 
As the name implies, the strength (and also the weak- 
ness, more on this later) of the new three-piece speak- 
P  ersystem isthat itsa USB device, so itreceives a purely 
digital signal from your PC. In most systems, a digital 
signal ‘such as music froma CD) is fed through a sound 
card, which converts the digital bits, then passes an 
analog stream out to your speakers. The resulting 
sound, if vou listen carefully to music or sound effects, 
is mired with crackling, hissing noises, The problem is 
that when the digital signal is convereted within the 
canines ol your computer, its subjected to all sorts of 
radio interierence caused by the electrical fields gener- 
ated by all those high-tech bits and pieces (hard drives, 
assing the digital stream directly 
‘o the Digital Sound System through the USB connec- 
tion, there's no possibility of the sound being distorted. 
The resulting sound is pure and crisp. When using the 


USB connection (vou can also hook the speakers to an 
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Intensor, chair and subwoofer are all sold 
separately; the combined cost for all three 
pieces — which you really need to have — 
is well over $600. That's a lot of scratch to 
put out for a novelty peripheral like this. For 
that much money you can buy two com- 
plete Cambridge PC Works Four Point 
Sound systems. You can, | guess, simply 
throw the Intensor unit on the floor, but 
that’s not really conducive to reaching a 
keyboard and mouse. 

We nicknamed the Intensor “The Rock” 
after an extended Unreal session one 
evening. You don’t really notice it at first, but 
the ultra-hard molded plastic and skimpy 
styrofoam cushioning eventually cause the 
lower half of your body to go completely 
numb, except for a horrid tingling sensation 
in your buttocks. Third World secret police 
inquisitors have inquired about the unique 
design of the Intensor to see if they can 
incorporate its form into their own “re-edu- 
cation” processes. 

Here's a quick question: you have an entire 
chait-like surface upon which to incorpo- 


Microsoft Digital Sound System 80 


analog port if you're using a sound card or don’thave a 
newer motherboard with USB ports), the Digital Sound 
System pumps out some of the best quality sound I've 
ever heard from a multimedia setup. The bass is deep 
without sounding hollow or booming and the two 
small, flat speakers produce amazingly clear mid- and 
high-range tones. The Digital Sound System is now 
hooked to our main demo unit in the office and 
Whether we're blasting the Beastie Boys, mellowing out 
With Sarah McLachlan or blowin’ things up in Unreal, 
the Digital Sound System has impressed the hell out of 
US. 
Now for the flip side of coin, if you don’t have a USB 
Porton your system, then you're missing out on the best 
these speakers have to offer. The downside of using USB 
is if you've got a special sound card installed, such as 
Monster Sound or Sound Blaster Live! In their on-going 
effort to turn the world into a Wintel wonderland, the 
sneaky boys at Microsoft have cooked up.a set of speak- 
ers that DO NOT REQUIRE A SOUND CARD. Since 
the digital signals are processed inside the guts of the 
Digital Sound System, they zip right past any PCl-based 
card you may be running. Thereiore, if you've just gone 
out and spent $200 on the excellent Live!, you're not 
G0iNg f0 get any of its features unless you plug the 





rate your audio cables to drive the speakers 
Why in the name of rational thought would 
anyone puta thick, unwieldy cable directly 
between the user's legs? Anytime you try to 
get up and out of the Intensor, you're virtu- 
ally guaranteed to trip or pull the cable right 
out of its socket. The same goes for the vol- 
ume controls: placed inconveniently 
between your legs are two recessed knobs. 
Twiddling with them effects bass response 
and volume, which to the Intensor’s credit, 
does sound pretty good, but I’d suggest 
investing in a better class of speakers 
instead. And you won't feel like such a nerd. 
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speakers in with an old-fashioned cable — which 
opens the sound back up to radio interference, which 
means you might as well haul out your old speakers 
again. You also will need to be running Win98 to get 
these puppies going (I could never initialize the USB 
features on my Win95 systems). 

I'ma home theater nut in my spare time and |'m con- 
stantly pissed off with the generally off-hand manner 
with which sound is treated within the video game 
world. The MS Digital Sound System 80 sounds incred- 
ible when used in conjunction with a USB port and 
good when running through a standard sound card. If 
you're not yet ready to move to 3D sound, check these 
speakers out. 
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Thrustmaster NASCAR Sprint Wheel 


Company: Thrustmaster 

Price: 73.55 

Maybe you don’t wantto shell out $200 for Microsoft's 
force feedback steering wheel. It's possible that you 
enjoy racing games, but don'tlive and die by them like 
some fans do. The MS Wheel has a big footprint: ittakes 
alotof space on your desk or table and needs an exter- 
nal power source to get it shaking. For those who like 
to take their PCs out for a spin every once and awhile 
but may not want to throw down the big dollars, 
Thrustmaster has a wheel you may want to check out. 
Don't want to throw a set of pedals under your desk 
and run the wires around? The Sprint was designed to 
be pedal-less to save space; there are two levers just 
behind the wheel which you can configure to be gas 
and brake (or anything else for that matter). Inthe mood 





www.soundblaster.com 


to put the pedal to the floor? Attach the included teeny- 

tiny pedals and you're ready to go. Thrustmaster 
designed the Sprint wheel originally to be pedal-less, 

as it was targeted towards the casual racing enthusiast, 

but retail response indicated that pedals were a must 
even to the junior wheel jockeys, 

There are an additional four “rapid action buttons” on 
the wheel itself. | usually despise the little wheel but- 
tons since most peripheral companies have this per- 
verse habit of putting them out of the reach of your 
thumbs, TM politely places the little red pellets within 
stretching distance of even the most hirsute of thumbs. 
The wheel has decent rubber grips at the three andinine 
o'clock positions, but the majority of the wheel is truly 
uncomfortable plastic with a huge seam running across 
the back. Not the most finger-friendly assemblage I've 


-| Sound Blaster Live! 


Company: [reative Labs 
Price: ‘199.95 


In years past, computer gamers either owned a 
Sound Blaster or they wished they had one. All 
games were written with SB support first and fore- 
most, and any of the other cards later. However, 
two things happened to knock CL down from 
their perch. The first was their fault — they were 
very late to adopt PCI as a format for sound cards. 
The second was changing times, namely 
Windows 95. Win95's sound support was so 
good that any old sound card ran fine. Itwas look- 
ing like Creative Labs weren't the kings of sound 
cards anymore... until now. 

With the release of the Sound Blaster Live (and 


especially the $99 SBLive Value Edition) Creative 

Labs have returned to become the king-of-the-hill 

in sound cards. Everything about this card 

screams quality, and | do mean “scream.” The 

card's EMU10K1 Audio Processor delivers a rich, 
full-sounding experience to the computer. Those 
of you who like numbers will be interested to 
know that each sound is processed at 32-bit, 192 
dB, 48kH using 8-pointinterpolation.... In English 
that means itsounds great. The card works well 
with two speakers and even better with 4 
matched speakers. The MIDI ts 256-voice 
polyphony using your system RAM. There's even 
SB-16 Emulation for backward compatibility for 
older DOS games. 





















ever used —TM shouldn’thave 
skimped on the padding on this 
baby, 

The Sprint can be pulled out of 
its box and quickly clamped to 
a desktop in a matter of moments. The Quick Cam 
Clamps have a wide enough bite to fit over and under 
even the most uncooperative of surfaces (just don’t 
winch it down on moms heirloom coffee table). Ithas 
a much shallower profile than its bigger cousins like the 
Grand Prix 1 or the NASCAR Force GT, so you won't 
have to smash your keyboard as far back on the desk- 
top. The Sprint is also light enough and small enough 
to fit comfortably in your lap if you don’t feel like 
screwing it down. 
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The most interesting aspect of this card is some- 
thing called "Environmental Audio Extensions" 
(FAX). Ifa game is DirectSound 3D or EAX capa- 
ble, the Live kicks out the most precise 3D sound 
imaginable, complete with reverb, echoes and 
other sound effects. One listen to Unreal with 4 
speakers and you will be convinced this is the 
card to own. 
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Microsoft Side Winder Force Feedback Wheel 


Company: Microsoft 

Price: 199.95 

I've never been a fan of peripheral steering 
Wheels; the control they offered was justa tad 
less than stellar, not to mention the amount of 
space they take to store. Enter this little jewel 
of an add-on. | first played the Microsoft 
Wheel with Need for Speed II and | was total- 
ly blown away. The precision of the control 
and the force feedback truly put you in the 
car, My times were actually better with the 
Wheel than with standard game pads. The 
wheel itself is wrapped in a thick coating of 
soft rubber with paddles at 10:00 and 2:00. 
These paddles allow for shifting in the manu- 


transmission mode; very similar in design 
is the paddle shifters on the Ferrari F355 Fl. 
Buttons for other options, such as camera 
angles and so forth, are located on the front of 
the wheel itself. This is as close as it gets to the 
real thing, If you area racing game purist, this 
is what you've been waiting for. The realism 
generated by the force feedback is revolu- 
tionary. You get jolted as youre hit from 
behind, shake like a leaf as you blast across a 
covered bridge at 130mph and find yourself 
gripping the wheel witha vice-like death grip 
as you fly around corners at 150mph. Man, | 
love this thing!!!!! One nt 
ever; the pedals can be a li 


ative note, how- 
squirrely ifthey 









are not secured 
somehow. With all 
the mechanical 
interaction of the 
force feedback, 














your reactions flow . 
right down to the pedals. If they're not secured 
properly, you'll find yourself reaching to find 
them while you rapidly lose speed. The only 
other drawback is the price. $200 is a lot of 
cash to spend on a wheel! 
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FINAL WORD 


This discussion is about values, specifically the value of 
the components in your computer. As usual, [ have to lay 
some ground work before I make my point,so let me deseribe 
my value system for a computer. Most of my work on a 
ct mmputer is typing: word processing and programming. Based 
on that, here are my priorities when it comes to a computer: 


1.) monitor and graphics card, 2.) keyboard, 3.) CPU, 4.) 
memory, and 5.) disk, ethernet card, modem, ete. 


L look ata PC as something I interface with, and the 
interfaces are the most important aspect. The output of the 
PC is displayed on the computer monitor and it’s an extremely 
high bandwidth output device. The combination of the 
gniphics card and monitor determine what you see, which 
is of prime importance, To me, the monitor is where [ spend 
alot of money; in fact, it's the single most expensive component 
of my PC. When I was debugging the simulator for Voodoo 
Graphics, I often had four unobscurred 50-line console 
Windows on my desktop along with other icons and windows. 
This was only possible at 1600x1200 and anything smaller 
than a 20" monitor would have been unreadable. When I 
am not working with as much text, often use 1280x1024 
resolution, which reduces eye fatigue. 

‘The monitor is driven by the graphics card, so itis equally 
important to get a good graphics card. As the old adage goes, 
"garbage in, garbage out.” Ifyou spend a lot of money ona 
good monitor, it's important to provide it with a good input 
signal, otherwise you are wasting the money spent on the 
monitor.A bad graphics card sends garbage to the monitor, 
so it good graphics cards is a necessary compliment to a good 
monitor. The most important features in a graphies card 
are the screen resolutions supported, including size and depth, 
as Well as refresh rates, The clarity of the DAC (Digital-to- 
Analog-Converter) is also important, as is the 2D performance, 

The next most important interface is the input device 
— primarily the keyboard for programming. Fortunately, | 
already owned an OmniKey/101 (Northgate) keyboard, so 
Twas all set (ifyou don't know what a Northgate or OmniKey 
keyboard is,you don't know what you are missing).The lesser 
half of the input interface is the mouse. 1 keep trying different 
mice and believe they are worth spending money on, especially 
if you have wrist problems. 

That about covers it for 10 devices, except for sound, which 
T won't tlk about because I don't know a lot about it, and 
3DEX is a graphics company afterall. The next most important 
part of a computer is the CPU. It's obviously important to 
get a very fast CPU, but it's also important to get enough 
memory, its [am sure most of you have discovered in the last 
few years. My latest computer has 256MB — I would have 
settled for 128MB, but 256 was simply too cheap to pass 
up. In simulating graphics algorithms, we typically generate 
many frames of animation and then play them back in real- 
time. Each image of 640x480x32 requires around 1MB of 
memory, one second of animation at 30 fps requires 30MB, 
5 seconds requires 150MB, and then the good old OS needs 
afew MB to breathe. Returning to the CPU — today’s fairly 
cheap computers come with a 400+ Mhz Pentiumll CPU, 
which should be more than ample for running ordinary 
applications, code-bloat permitting. : 

Disk speed and size is also important, but nowadays you 
can get tens of gigabytes for a few hundred dollars and all the 
speeds are pretty reasonable. 

So now it's time to get to my point:the most valuable chip 
in your computer system is the graphics chip. If you look at 
my priorities above, you can that I already ranked my 
graphics card as more valuable than my CPU. Let me explain 
why the graphics card will be the most valuable chip ina 
computer for the ordinary person. 


l \ , O if d A Value Proposition 


In the current world, most ordinary PC users don't run 3D 
applications (the avid computer gamer is the obvious 
exception), so 2D is more important. All 2D chips display 
the same pixels on the screen (bugs aside); some have better 
DACs, some are a little faster than others, but they are all 
getting to be very good and it’s getting harder to tell the 
difference between them. And they are getting very cheap, 
A 2D accelerator chip is certainly not the most valuable chip 
in a computer, in fact it probably sells for about 1/10th the 
cost of a typical Intel CPU 

But the world is changing from 2D to 3D. For computer 
gamers. the transition is basically complete, having slowly 
occurred over the last few years. Unlike 2D cards, different 
3D chips have vastly different pertormance and quality. This 
was clearly evident when Voodoo Graphics and Voodoo 2 hit 
the streets, and their popularity prove it.The visual difference 
of high-quality texture filtering and fluid frame rates is worth 
real money — you can see the difference, vou don't even have 
to measure it. Even though we have made great strides in the 
last few years, there's still miles to go. High quality antialiasing 
and better filtering, coupled with higher resolutions, better 
multitexture support, and a long list of other advanced features, 
will keep us busy for years to come. The end is not yet in 
sight, and perhaps never will be 

However, for the endinary PC user, the 3D accelerator is 
not currently very important. They rarely play games and 
there's very few 3D applications for them to run. Yet. People 
talk about the “killer” 3D application, but no one knows exactly 
what it will be. 1 feel is that it won't be what people expect 
it to be. We already have some killer’ 3D applications — 
namely games — but they don't appeal to the mass market 
in the same way an office suite does. Whatever this "killer" 
application is, [have 100% faith that it will appear in the next 
few years and will have a profound effect on the way we use 
a computer. More importantly for 3Dtx, it will begin the shift 
in value away from the CPU towards the 3D graphics chip. 
When it happens for the ordinary computer user, | believe it 
will be a very fast revolution. With modern technology on an 
exponential curve, it seems that every major change in 
computers and technology happens faster than the last. 

I'm not talking about a minor change in values, where the 
3D chip in a PC gets a larger allocation of dollars out of the 
total pie. I firmly believe the graphics chip will be the“center 
of the universe, defined as the inside of the PC. Currently the 
CPU chip is the center of the PC,and all things revolve around 
it — the motherboard, the memory system, and system busses. 
In the next five years, the CPU will be replaced by the graphics 
chip (3D) as the center of the PC. When this happens, it 
Will be a cataclysmic change. You can already sce some of it 
happening today — the creation of AGP was specifically 
targeted at high-speed graphics, But that’s nothing compared 
to what will happen in the future. 

While 1 do not know what the specific changes will be, or 
exactly when they will occur, I firmly believe they are 
inevitable. Humans are 3D creatures and we live ina 3D world. 
As such, we understand and relate to 3D worlds better than 
2D. The scientific community already uses expensive 
workstations for 3D data visualization because it’s more 
productive and conveys information ata higher bandwidth 
than 2D visualization possibly could. My beliefis thatthe same 
argument applies to all other computer interactions. 3D is 
More intuitive to humans, and more natural, since we deal 
with it every day, Humans can Navigate in a 3D world with 
More productivity than in a 2D world. Because of all the 
advantages of 3D, I believe that most, if not all, of our 
interactions with a computer will become 3D in nature. This 
is my dream for the 3D chip. The good news is that avid 
gamers should be very happy in this future world as the 
graphics chip will finally get the attention it deserves, 
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. Force Feedback Wheel Force Feedback Pro Joystick 
Meet the Microsoft® Sidewinder™ Force Feedback Wheel and the processor. And with Game Controller Sof 
____ Force Feedback Pro joystick: Feel the force of eve Elen 


buttons to the actions in the games. Did!we 
alm of your hand, thanks to, a) colossal 
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a } them with over eighty games? Buckle Up: Youre'In for'a bumpy nde. a } 12 | a DER. 
Microsoft Urban Assault™ comes free with the Force Feedback Pro. | ip 


Microsoft Monster Truck Madness” 2 and Microsoft CART Precision Racing” come free f with the Wheel. 


Want more? Visit microsoft com SideWinder 
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